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THE © STORY 


Nintendo Power is no more. The announcement went out last August, 
and the magazine’s final issue launched last December. The original 
publication made to be the source of news, previews and reviews of the 
Nintendo video game scene was unplugged - but its legacy didn't die. 


A new team of writers, artists and designers took up the torch. Calling 
ourselves "The Nintendo Force," we sought to usher in a new era of 
Nintendo coverage in magazine form, paying homage to Power's past 
while moving forward to embrace the future. 


The debut issue of Nintendo Force Magazine launched on January 11, 
2013 as a print-on-demand publication and quickly soared to become 
the most popular single issue ever sold through MagCloud.com. 
Thousands of readers stepped up to join the Force, and the call went out 
that they wanted full subscriptions. We obliged, and those thousands are 
now still enjoying what was thought to be lost – the excitement of new, 
Nintendo-focused magazines arriving in the mailbox. (And by email!) 


We're still just starting out, as this is still just the very beginning of 
what we plan to be a long, lasting journey through Nintendo's 3DS and 
Wii U generation and beyond. Thanks to all of you who've shown your 
support so far - please have patience as we work out the early kinks of 
what it takes to publish an on-going magazine, as it's already been a 
challenging ride. But we're pushing through any and all adversity to 
keep Forcefully advancing into the future! 


Nintendo Power may be no more, but the Nintendo Force is here to 
stay. 


Not yet a subscriber? Visit NFMagazine.com or 
NintendoForceMagazine.com and click Subscribe! 
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Nintendo at the Movies 


The summer movie season is upon us here in the 
States, as blockbusters Iron Man 3 and Star Trek 
Into Darkness are already in theaters and major 
titles like Man of Steel, The Wolverine and The 
Lone Ranger will be opening soon. To celebrate 
the season, we're embracing the cinema with this 
issue. Our central feature article looks back on the 
history of video games adapted from movies, as 
the members of the Nintendo Force discuss some 
of their favorites from throughout the decades 
and debate whether the old stereotype that film- 
licensed games are always terrible is actually valid 
or not. The Ox contributes a thorough look back on 
the often-maligned Super Mario Bros. movie to 
commemorate its 20th anniversary, and | jump 
into the film talk myself by directing my attention 
a further 10 years into the past to focus on the 
landmark court case that first brought Nintendo 
and Hollywood together - the legendary lawsuit 
against Donkey Kong by Universal Studios on 
behalf of their own big ape, King Kong. (If you 
thought Donkey Kong Country Returns 3D was an 
odd choice for an issue called "Nintendo at the 
Movies," there's the connection for you. And hey, 
it's also a 3D re-release of an earlier game - pretty 
much every other movie making it to theaters 
these days is taking the same approach of re- 
releasing an older classic with 3D effects layered 
on top.) We've also got an exclusive reveal of 
Treasurenauts, the news, comics and reviews 
you've come to expect, and the return of a fan- 
favorite feature from Nintendo Power's 
past, Classified Information. Thanks 
for joining us for Issue #3! 


LUCAS M. TMOMAS, EDITOR-IN-CHIEF 
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ISSUE #2: 
MARCH/APRIL 2013 


We kicked off "The Year 
of Luigi" in our last issue 
as the Man in Green 
stepped into the spot- 
light with a cover story 
review of the excellent 
Luigis Mansion: Dark 
Moon for the 3DS and a 
look back across his 30 
year history as a gaming 
hero. We then asked for 
some letters about Luigi, 
and The Ox is here to 
feature a few of the best: 


Luigi the Author 


How do you think Luigi ever managed 
to get a publishing deal to recount his 
adventure in The Thousand-Year 
Door? - TRACE MILLS 

We don't know, but we have a 
hunch it came about in a far less 
glorious manner than he'd tell you. 
Maybe the publisher accidentally 
backed into his car and cut him a 
deal in exchange for not suing? 


Luigi the Cyclist 
Will the Luigi from Super Mario 2 NES 
ever be in a game again? The way he 
jumped and ran differently than the 
other characters? - JOSH WARREN 
Darn, we were hoping you meant 
the turnip-tossing action of 
plucking power! But to answer your 
question, we’ve actually been 
seeing Luigi in "Invisible Bicycle" 
mode quite a bit lately: Super 
Mario 64 DS, Super Mario Galaxy 
and its sequel, Super Mario 3D 
Land, and the upcoming New Super 
Luigi U DLC for New Super Mario 
Bros. U appears to feature it, too! 


Jealous of Japan 


It’s been announced that Japan will be 
receiving a Luigi-themed 3DS XL 
bundled with Mario & Luigi: Dream 
Team when the game is released in 
July. Now, does anybody in the Force 
want this bundle to receive a Western 
localization? - KODY BALFANZ 

Of course! The console is green 
with Luigi, and we’re green with 
envy! 


Waluigi Time? 


Why hasn’t Waluigi had his own game 
yet? Come on, it’s been 13 years! All 
the other brothers got games but not 
Waluigi. Why? - CAPTAIN VON 
SPARKELZ 

Your guess is as good as ours. As 
much fun as Waluigi is on his own, 
though, we think a Mario & 
Luigi-styled game with bad-guy 
buddy Wario would be even better. 
Or maybe a GTA-ish sandbox game 
where the duo goes around and 
commits cartoon-style mischief. 
Who needs machine guns when 
there are plenty of perfectly good 
Bob-ombs and banana peels 
around? 


Dance Lessons 


Where do you think Luigi learned that 
special dance he uses for his Final 
Smash in Super Smash Bros. Brawl? 
- KYLE EMCH 

Our first guess would be during 
Dance Dance Revolution: Mario 
Mix. Our second would be while 
watching his brother dance with 
Big Bertha in the movie. 


Absence Noted 


Where was Luigi in Super Mario 64? 

- GABE HOFFMAN 

Right there with Mario and Wario, 
off to get a slice of Princess Peach's 
cake before being trapped in a 
painting by King Boo. What, you 
haven't played Super Mario 64 DS? 
It works with the 3DS, Circle Pad 
and all. Revisionist history rocks! 


Corrector’s Corner 


It’s always interesting to publish in print, 
because any mistakes that aren’t picked up 
in the proofreading process are permanent. 
Our favorite goof from Issue #2 came in the 
30 Years of Luigi article, when the section 
on 1996 opened with "As yes, 1996." That 
was supposed to be "Ah yes," not "As." 
That's the Nintendo Force for you, folks — 
the only team in the business capable of 
misspelling a two-letter word. 


Not Luigi 

What's your Smash Bros. main for 
each game? - BRYAN PAUL 
WALLIS 

Mario, Mario, and Mario, respec- 
tively. And sometimes Pit in 
Brawl. Note to Nintendo: Get rid 
of the F.L.U.D.D. move in Mario's 
arsenal, please. 


Talkativity 


Why does Luigi speak way more than 
Mario? | mean, he goes on and on 
and on and on and on in The 
Thousand-Year Door, and Mario 
doesn't get a single line through the 
whole game! - COLVIN BATEMAN 
272272 ... wha?! Huh? Oh, right ... 
well, we figure Luigi isn't bound 
by the rules of the "silent pro- 
tagonist," so he's making the 
most of what little time he gets in 
the game ... even if Mario and his 
cohorts keep falling asleep before 
he's done. And little brothers are 
always trying to get more atten- 
tion any way they can! 


YEARS OF 
LUIGI 


e 1985 a 


Congrats! 


1, for one, am super excited that this 
is finally The Year of Luigi! I’ve been 
a Luigi fan since Day 1... if | played 
Super Mario Bros. on my NES witha 
friend, | was always Player 2 so | 
could be Luigi! It’s been a long hard 
road as a fan of the Green Bambino, 
watching him be put in horrible 
games (I'm looking at you, Mario is 
Missing!) and always cast as a back- 
seat brother, but since Luigi's 
Mansion to today, ! know that the 
wait has been worth it! Congrats, 
Luigi! You deserve it! - BRIAN 
LOUZON 

Mario may be the "red" brother, 
but we're sure Luigi's cheeks will 
be flushed upon reading this. And 
hey, Mario is Missing wasn't that 
bad; what other game has such 
epic street-crossing action? 

In all seriousness, though, we're 
just as excited that Nintendo's 
giving the Man in Green so much 
attention here in 2013. It's been a 
long time coming, and Mario 
needed the rest! 


made yet? - RYAN VANLIERE 


comparison to Bowser's. 


It's Bigger Inside 


All I can ask is ... how exactly does 
the Poltergust keep all those ghosts, 
bats, gold bricks, coins, cash, mice, 
frogs and other various items inside 
its small shell? | mean, is it like the 
Tardis or something? - CHASE 
GOEHRING 

E. Gadd actually recruited Kirby to 
help create the ultimate vacuum. 


Matchmaker 


How does Luigi feel about Mario 
having been the first to rescue 
Daisy? - BRIAN ALLEN 

We're not sure, but probably 
pretty good; would your brother 
go to such lengths to get you a 
girlfriend? 


Luigi vs. Bee 


Who would win in a fight, Luigi or the 
Hudson Bee? - JEFFREY 
WITTENHAGEN 

That depends; is Luigi allergic to 
bee stings? 


Not Much of a Thinker 


Why hasn't a game about Luigi saving Daisy from Waluigi's shenanigans been 


Come on, Waluigi doesn't plan that far in advance. Yeah, the purple- 
overalled schemer cheats to win, but his evil sensibilities pale in 


INBOX 


DON'T ANGER 


THE OX 


I'd really like to know just why Luigi 
dressed as Mario in the very first 
Super Mario game. | mean come on, 
when you get the mushroom, you 
changed your green shirt to a RED 
one!! What's up with that?? – JIM 
CLARIDA 

Actually, it was only when Luigi 
got the Fire Flower that his hues 
matched his brother's. As for 
why? Well, everyone wanted to 
have fireballs, and that way he 
could sneak into his brother's 
spotlight when people weren't 
paying attention. 
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Miiverse Art 


We normally feature "Envelope Art" here in the Inbox 
section, showcasing the full-color fan art that our most 
artistic readers send in to us. This time around, though, 
we're embracing all black and white - as the Wii U 
Miiverse is finally accessible on the Internet! That’s 
made it easier than ever to share the incredible art 
that’s happening there every day, and given us the 
ability to now share some stand-outs with you. 


Sa 


ae ere чь. 
- SUPERORANGEGAMER 


- ВОТН5ОТНҮ 


- HAKIA COSMOS 


If you'd like to submit your own Miiverse art, post a 


link to your work on our Facebook page! 
- RACHTMAN 


CO NTACT | М FO Ei Facebook.com/NintendoForce 


GENERAL QUESTIONS: forcefeedbackanintendoforcemagazine.com 

LETTERS & FAN ART: inboxanintendoforcemagazine.com 

COMMUNITY SECTION: community@nintendoforcemagazine.com 

SUBSCRIPTION ADDRESS CHANGES: addresschange@nintendoforcemagazine.com @NintendoForce on Twitter 
EDITOR-IN-CHIEF: |ucasmthomas@nintendoforcemagazine.com 
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TS FINALLY HAPPENING! 


After years of waiting, fans of the biggest SNES cult classic are getting an encore at last. 


TO MILLIONS OF Americans, April 17th was just 
another Wednesday. But to a select group of people, 
it was a long-overdue victory. 

Back in 1989, the Famicom game Mother was 
released and quickly accumulated a following in 
Japan. The game's creator, Shigesato Itoi, was already 
well-known for his skills in writing lyrics and essays, 
and he infused the title with a unique story and 
mood. Sadly, RPGs had not yet found much of an 
audience in the U.S., so the NES version was shelved 
at the eleventh hour despite being fully translated. 

Thankfully, the genre picked up steam in the '90s, 
and Americans finally got to dip into the series when 
Mother 2 was localized for the west under the name 
"EarthBound." The SNES game's unique flavor, 
inviting locales and memorable story resonated with 
thousands of players at the time, and planted the 
seeds for an impassioned community. Despite less- 
than-stellar sales (possibly accredited to the game's 
quirky scent-driven marketing based around the 
phrase "This game stinks!"), EarthBound has since 
become a true cult classic, inspiring players across 
the world to this day. 

A compilation cartridge for the Game Boy Advance 
was released in Japan in 2003, and, naturally, the 
EarthBound devotees really, really wanted it ... so 
they got involved in an endearingly unified manner. 
As a community, they sent drawings into Nintendo 
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Power, letters to Nintendo's offices in Redmond and 
phone calls to NOA representatives. When Mother 3, 
EarthBound's long-awaited sequel, finally came to the 
GBA in 2006, the cycle of impassioned fans repeated: 
art, letters, phone calls. It went even further, though, 
as professional translator and major EarthBound 
fanatic "Tomato" translated the full Mother 3 game 
for players to enjoy, while a truly impressive Player's 
Guide for the game was made as well, by and for the 
English-speaking fans. 

And yet, Nintendo of America still did not budge. 

Things didn't get any easier for the series' fanatics 
out there (besides their EarthBound SNES cartridges 
becoming more valuable). When the Wii was 
announced, EarthBound was one of the first games 
that Satoru Iwata mentioned would be available on 
the Virtual Console, and throughout the system's 
entire lifespan, it only showed up in – you guessed it 
- Japan. 

Two years later, Super Smash 
Bros. Brawl’s playable demos of ГА 3 
classic Nintendo titles included 
Mother 2 – and for the Western 
release, it was removed entirely! 
And earlier this year, Mother 2 
was announced as one of the 
select 30-cent titles available 
through Nintendo's Wii U VC 


5%) 


promotion ... for Japan only. At this point, the fans 
were more than used to this sort of treatment. 

So no, April 17th, 2013 was no normal Wednesday. 

In the midst of a Nintendo Direct detailing 
upcoming Wii U and 3DS games, Mr. Iwata dropped 
the bombshell that — at last! - EarthBound would 
finally be re-released for Western audiences! As it 
turns out, Miiverse was the final straw for this 
stubborn camel, with dedicated fans once again sub- 
mitting art and pleading for their game to make its 
way back overseas. 

This time, amazingly, they listened. 

So grab your Teddy Bear and your Cracked Bat, 
because EarthBound will be hitting the Virtual 
Console later this year, ready for a whole new genera- 
tion of gamers to finally experience its bizarre, 
lovable world for themselves. 


“Are you kidding!? I'm on (pink) cloud 
nine. To me, having EarthBound on the 
Virtual Console is like welcoming home a 
beloved family member whos been gone 


for 18 years ... albeit one whos got a bizarre 
sense of humor about the color blue and 


eats hamburgers out of trash cans.” 


- MATTHEW 


Even more new Pokemon have 
been revealed! Meet Gogoat, 
Pancham, Fletchling 5H Helioptile. 


РЛЫ Ж 


WTWO TRANSFORMS 


Pokemon X and Y introduce a new form for good old #150. 


C 


IT LOOKS LIKE Eevee isn't the only first-generation with the Genesect Army, a band of five Genesect 
Pokémon getting a new form in Pokémon X and Y; wreaking havoc on the people of Unova. 
Nintendo's also just unveiled a never-before-seen We also don't know how players will be able to 
transformation for Mewtwo, the legendary Psychic- trigger this new form in the upcoming 3DS games. 
type from Pokémon Red and Blue (and once the most Will Mewtwo change its appearance when given a 
powerful monster in the entire series). held item, like Giratina? Or will it transform after 
It's not yet clear just how the iconic Pokémon will learning a specific move, like Keldeo? Whatever the 
change into this new form, but the transformation case, it looks like fans have plenty of new things to 
will play a crucial role in the sixteenth Pokémon film, look forward to in Pokemon X and Y, which will be 
Extremespeed Genesect: Mewtwo Awakens, which launching this \) 
debuts in Japan on July 13. As the title implies, October around 7,5 "Looks Evi cool!” i 
Mewtwo will "awaken" into this form during its battle the world! 2 ge INK. Р 


Ф 4000 $ TOTAL 


DUCKTALES, RETOLD 


WayForward breathes new life into a Capcom classic. 


DuckTales for the NES has always been regarded as one of the high-water marks in licensed gaming. 
Capcom was the developer behind the title, a company that was on fire at the time with licensed games. 
They found the perfect sweet spot for taking existing brands and giving them fantastic gaming debuts. 
DuckTales seemed to be the pinnacle of their expertise, proving to be not only a game worth remember- 
ing, but a how-to for future developers looking to handle licensed content in the right way. But while 
developers and older gamers alike remember DuckTales on NES, what about today's generation? In a 
truly surprising announcement, Capcom revealed that the NES classic was getting a complete makeover 
for the Wii U eShop, entitled DuckTales Remastered. That info was enough to get any fan's blood pumping, 
but things got even better – Capcom decided to bring in WayForward in to handle development. They'll be 
applying their expertise in crafting gorgeous 2D animation to fully remaking DuckTales' characters, while 
also adding new levels, remixed music, expanded story elements and even voice actors 


> from the original show. Expect much more on this epic remake in our next issue! 


" | thought DuckTales was forever going to stay on the NES, without a viable way for new 
gamers to enjoy its perfection. I've never been more happy to be wrong!” - KEVIN C. 
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COLLECTOR'S CORNER 


PEACH'S CASTLE PLAYSET 


Ever since players first explored it in Super Mario 64, Princess Peach's castle has been an 
iconic location in the Mario universe - and now Epoch has taken the Princess’ home and 
converted it into a marble-based tabletop game. While the game is not attached to any 
one license (instead created under the general "Super Mario" brand), the art mostly hails 
from New Super Mario Bros. Wii. The idea of it being a tabletop game is interesting, but 
I’m sure many people would have rather had a more traditional playset featuring some of 
the best parts of the castle and its surrounding grounds instead. It also should have been 
colored more appropriately, but | guess we have to take what we can get. The very fact 
that the whole game is adapted from one of their more famous marble game styles rep- 
resents quite an effort from Epoch. The towers actually act as joysticks to guide the 
marble to the top and reach the goal. The castle was released in Japan in April, at the 
equivalent of about $40. Not many import shops are carrying it, but stateside customers 
could order it through a proxy service or Amazon Japan. Now we need Bowser's castle! 


PIF 4 Xy bh P—V— 


MEGA MERCHANDISE 


While no new games are on Mega Man's horizon yet, several bits of merchandise have been 
announced. At PAX East in Boston, Capcom had a 10-inch lighted Mega Man statue on the podium. 
They announced that it would be a San Diego Comic Con exclusive, but due to overwhelming demand 
released it early for pre-order on the Capcom Store online. Also at PAX East was an announcement for 
another statue featuring Classic Mega Man and X, but that was only shown in early form. Capcom 
handed out 25th Anniversary pins at the event, and they have also been releasing the game music in 
the Capcom Store, along with a USB flash drive containing all sorts of digital art books 
and extras. The buster-shaped drive has been the biggest seller the online store has 
seen. Bandai D-Arts also teased everyone on April Fools’ Day by saying that one of 
four released designs was actually coming to fruition, and several days later 
revealed that the figure would be Ultimate Armor X. The 
biggest news out of all of these reveals, though, is a limited 
and massive Sigma Figuarts ZERO figure that will be distri- 
buted to North America via Bluefin in 
September 2013. While that means he will 
have no articulation, it will be more in 
scale with the D-Arts line of Mega Man 
figures. 


C CAPCOMICOMETD! 


REAL ACTION LINK 


A fantastic Link figure from The Legend of Zelda: Skyward 
Sword has already been released in Japan from Figma, 
and it’s on its way to North America (along with Samus!) – 
but Medicom's attempt at the same figure simply towers 
above the other. Planned to be nearly 12 inches tall, Link 
from the Real Action Heroes series will feature real fabric 
clothing, swappable features and a hefty price tag. 
The nearly $220 fully articulated sculpt will also include 
a slew of accessories, with his Master Sword, Hylian 
Shield, Beetle accessory and the Hylian Bow along for 
the ride. While his release is in November, pre-orders 
are already nearly sold out. 
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Collector’s Corner is compiled by Brett Martin, A.K.A. “Nightram” 
of The Video Game Memorabilia Museum. For more cool collectibles and 
information on how to order from import shops, visit: http://www.videogamemm.com 
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K’NEX GOES CRAZY FOR MARIO 


Due to the great success of their Mario Kart Wii line of buildable racers and tracks, K’NEX is expanding into Mario Kart 7, 
New Super Mario Bros. Wii, New Super Mario Bros. 2, Super Mario 3D Land and the general Super Mario brand. Several of 3 E 
these sets, due out in June this year, feature figures not released in any other series or line from any company, like Reznor! 
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ANIMAL CROSSING FIGURES 


Animal Crossing: New Leaf is coming out soon in North America, but the merchandising has already started in 
Japan due to its earlier release date there. This set from Takara Tomy really captures the essence of what the 
series is about: customization! There are two starter packs to begin the collection. One for girls has a pink-roofed 
house, Lisa, Rover, a bed, a vanity and stamps. The boy-targeted pack has a yellow-roofed house, Mr. Resetti, K.K. 
Slider, a bed, a turntable and stamps. Any collector knows that when they see the word "starter" on a product that 
there will be supplemental packs, and there are! Nine individual packs have new characters, stamps and furniture 
pieces. Peanut, Rosie, Bunnie, Hamlet, Doeraymi, Timmy, Kapp’n and Isabelle are in these packs. The starters will 
be around $28 and the other packs will be around $12, all shipping in August this year. A bit expensive, but hey, at 
least you don’t have to slave away in Tom Nook’s shop for them! 

There are also plush toys and straps coming! 


MARIO KART 7 KITE RACERS 


Tomy Tomica is continuing a long tradition of releasing figures when a new Mario Kart game comes out. This 
time around, they are adding a set of four racers: Mario, Luigi, Yoshi and Toad. The set will include eight figures, 
so each racer rides in the standard kart and the Bumble V. The kite is removable on each kart (for those times 
when flying through the air is not necessary). While it may seem a little disappointing that all of the different 
characters are not included, no company has ever released a Mario Kart figure of an unlockable character from 
any game, and they mainly stick to the characters they have sculpts of from previous sets for the sake of pro- 
duction costs. These came out mid-March in Japan and are selling at about 800 yen each (which is around $8 in 
America right now), and since then, several similar sets have appeared, including pullbacks and RCs. 
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SATORU IWATA, NOA CEO 


MR. NINTENDO DIRECT himself is seeing his responsibilities increase, as in addition to his 
roles as President and CEO of Nintendo in Japan, he’s now also assuming the role of Nintendo 
of America’s CEO - the change is intended to get him involved more directly with Stateside 
decision making. Reggie Fils-Aime will remain COO and President at NOA, reporting directly to 
Mr. Iwata. The previous holder of the CEO 
position, Tatsumi Kimishima, will return 
to Japan and work at Nintendo HQ as the 
general manager. These changes haven't 
happened yet, but will be set in motion 
later this summer. Welcome, Mr. Iwata! 


“It’s lwata’s 
global takeover!” 


- DAAN 


Patience paying off 
for EarthBound fans. 
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A bit of reshuffling connects Mr. lwata to America more than ever before. 
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No E3 SHOW 
FOR NINTENDO 


Press conference canceled. 


BRACE YOURSELF, SPORTS fans: Nintendo won't be 
holding a traditional press conference at E3 2013. That's 
right, you won't be seeing Reggie kick ass and take names, 
EA representatives speak of an unprecedented partner- 
ship or Miyamoto rock a sword and shield acting all like 
Link. What is to be expected is something more in line with 
the Nintendo Direct online presentations that have been 
occurring monthly for the past year. In lieu of the annual 
anticipated showcase, the focus will be split up into 
smaller events. So the Nokia Theater, used for Nintendo's 
E3 press conferences for the past five years, will only be 
privy to a sales-focused presentation for partners, retail- 
ers and more that won't be viewable by either the public 
or the media. The press will experience a Wii U Software 
Showcase at Nintendo's booth prior to the expo's official 
opening. And before that, Reggie Fils-Aime and Shigeru 
Miyamoto will present the new games to the press that 
most likely won't be livestreamed. At home, Nintendo will 
reportedly be livestreaming a variety of content before 
and during E3. Since the big media event taking the place 
of the press conference is Wii U-focused, it seems likely 
that there will be a separate 3DS-focused event sometime 
during the show - and the fourth Super Smash Bros. on 
Wii U and 3DS will make an appearance in some form, too. 
We'll also definitely be finding out more about the next 3D 
Mario from EAD Tokyo, the next Mario Kart and The Wind 
Waker HD. We might even find out what Retro Studios has 
been working on, and maybe a bit more about Monolith 
Soft's "X" for Wii U, too. 


"Honestly, as long as Nintendo's 
games are fun and awesome, who 
cares how we find out about them?" 


- NEAL 


Unyeah... 


The weak launch 


wwe lineup for Wii U VC. 


STRIKING GOLD AGAIN 


After proving themselves experts at pixel-perfect platforming with А 
the developers at Renegade Kid hope їо dig up another winner with ; 


AS PM SURE many of you have 
noticed, we're on a bit of a Renegade 
Kid kick here in the pages of our 
Download section. In our debut issue, 
we were privileged to pull back the 
curtain on Mutant Mudds Deluxe, the 
enhanced Wii U edition of our eShop 
Game of the Year 2012 winner, Mutant 
Mudds – we got a first look at the new 
ghostly enemies that our bespectacled 


hero Max will have to contend with in 
Deluxe's 20 new "parallel world" 
levels, along with the new power-up 
he'll use to blast them back into the 
afterlife. Last time, in Issue #2, we 
were able to bring you the first shots 
and information about Cult County, the 
new 3D first-person shooter that Jools 
Watsham and his team are crafting for 
the 3DS, as a bit of a callback to their 


DS days, when they first made their 
mark on the industry with Mature 
titles like the survival horror shooter 
Dementium: The Ward and the Metroid 
Prime-esque sci-fi shooter Moon. 

And now, for the third issue in a 
row, we're once again pleased to be 
the first to offer you insight into yet 
another upcoming eShop effort from 
the Austin, Texas-based team - their 


follow-up to the 2D pixel-art platform- 
ing action of Mutant Mudds. 

Ladies and gentleman, | give you 
Treasurenauts. 

The name you may have heard 
before, as the existence of this project 
was first unearthed through some fan- 
sleuthing that picked up on Renegade 
Kid's registration of the Treasurenauts 
trademark a few months ago. But it's a 
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game that’s been shrouded in secrecy 
since - Jools has let loose a few bits 
and pieces of information, but nothing 
too concrete. 

Until now. As in Issue #1 and Issue 
#2, we're happy to once again feature 
the lead Renegade Kid himself, Jools 
Watsham, here to pull back one more 
curtain on one more of his team’s 
upcoming titles. (How are they 
juggling all these projects, anyway?) 


NF: First things first - who are the 
Treasurenauts? I'm going to put a 
wild guess out there and assume 
they're people with an interest in 
treasure hunting. 

The Treasure- 
nauts are a varied band of heroes, 
adventurers and misfits; each with a 
taste for exploration, discovery and, of 
course, treasure! There will be at least 
eight unique characters to choose 
from in the game - some of which will 
need to be "unlocked" before you can 
select them. 
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That's a lot of different characters. 
What separates them from one 
another? Do they have different 
abilities, or different weapons? 
There are two tiers to the character 
selection process. The first tier is 
purely cosmetic, where you choose 
what your character looks like. This 
has no effect on gameplay. The second 
selection is your weapon type. You 
choose from sword, firearm and 
bomb. Each weapon type presents dif- 
ferent strengths and weaknesses over 
the other weapon types. The sword 
offers close range, fast attack rate and 
medium damage. The firearm 
provides long range, medium attack 
rate and low damage. The bomb gives 
you medium range, slow attack rate 
and high damage. 


The firearm seems similar to Max's 
gun, and the 2D pixel-art style could 
also be compared to Mutant Mudds. 
How else is Treasurenauts similar to 
Mudds, and where does it differ? 


Due to the fact that we're the same 
folks who created Mutant Mudds, I 
expect Treasurenauts will naturally 
have some similarities to it. However, 
our goal with Treasurenauts is to 
provide a very different gameplay 
experience – something that enter- 
tains and challenges you in different 
ways than Mutant Mudds does. 

Visually, the art style is very similar 
to Mutant Mudds, but perhaps leaning 
more towards 16-bit instead of 8-bit, 
or 12-bit – as we coined Mutant 
Mudds. The music also follows suit in 
regards to 16-bit, with many of the 
classic Super Nintendo titles acting as 
inspiration for the Treasurenauts 
soundtrack, such as The Legend of 
Zelda: A Link to the Past, Actraiser and 
The Magical Quest Starring Mickey 
Mouse, to name but a few. 

One aspect of Treasurenauts | am 
particularly fond of is the world map 
(which is a treasure map of course), 
and acts much like the world map 
found in Super Mario World. You 


navigate the treasure map to access 
each of the games' levels. 


Having a world map would suggest 
that exploration and re-traversal 
back to earlier levels is more of an 
emphasis here than in Mudds too. 
True? 

Yes, this is where a sprinkle of Metroid 
inspiration comes into play. Upon the 
completion of a level in Treasure- 
nauts, you will gain access to a new 
level on the treasure map. You may 
discover that you are unable to 
advance past the first screen of the 
new level due to a pathway that is out 
of your reach or is somehow blocked 
by an obstacle that cannot be 
overcome at that time. This is where 
the new ability power-ups or perhaps 
your 2P teammate can come into play 
and help you progress through the 
game. 


Well that takes us back to the 
Treasurenauts themselves, or spe- 
cifically why it's a bunch of heroes 
instead of just a singular lead char- 
acter. Is the two-player mode the 
reason we're getting that "S" on the 
end, instead of it just being one 
Treasurenaut? 

Yes, one of the key gameplay aspects 
of Treasurenauts is the cooperative 
multiplayer experience for two 
players. Naturally, the game can be 
enjoyed as a single player, but we feel 
as though the two-player aspect adds 
a whole new experience to the game. 


Will that multiplayer be online? 
Local? Will it support Download 
Play? 


Treasurenauts’ multiplayer will be 
local and also support Download Play 
for players who might have two 3DS 
units, but only one copy of the game. 


How will the game be different if I’m 
playing with a friend, versus just 
playing alone? 

here are definite advantages to 
aying Treasurenauts with a friend. A 
igh platform that cannot be reached 
y a single player can be accessed by 
anding on your friends' head and 
then jumping up. This scenario could 
eventually be overcome in single 
player, but only by returning to the 
same location after collecting the 
Double Jump ability. Another example 
of teamwork being advantageous is 
the fact that each player can be 
equipped with a different weapon 
type, enabling you to bypass obstacles 
that may require a combination of 
sword and bomb attacks. In some 
special areas there are even dual 
pressure pads on the ground that 
must be triggered simultaneously by 
two players to open a special door 
that may guard a stockpile of treasure 
or a completely separate secret 
pathway through a level. 
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What happens if we get separated 
from each other in a level? Does my 
guy get encased in a bubble and go 
floating around my buddy's screen? 
As the name of the game might 
suggest, the objective of Treasure- 
nauts is to collect as much treasure as 
possible. With this in mind, we feel 
that it is important both players are 
not tethered to one another on one 
screen and instead should be able to 
explore the current level freely in 
order to maximize on collecting 
treasure and discovering secrets. 
However, when the time comes where 
teamwork is required to overcome an 
obstacle or access a special treasure 
room, you can send a special voodoo 
summon to your teammate, which 
enables them to instantly warp to your 
location as if by magic! 


So no more being ignored by my so- 
called "partner," or getting slurped 
up by a Yoshi and then spit into a pit 
- that's a relief! 

Absolutely! Even though I have much 
love and respect for the New Super 
Mario Bros. series, | personally find 
some of the qualities of their multi- 
player gameplay quite frustrating. The 
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sudden pause of gameplay when a 
teammate dies or an accidental nudge 
into lava being two examples. Because 
of this, | have molded the multiplayer 
experience of Treasurenauts to be less 
about ’griefing’ and more about cham- 
pioning each other. 


Any other interesting tidbits about 
the game design you'd like to share? 
Treasurenauts has bosses! You'll have 
to battle and defeat them to earn the 
power-up abilities like the Double 
Jump that will then let you go back to 
earlier levels and explore those previ- 
ously closed-off extra pathways. 

The way we're handling health is 
also unique in Treasurenauts - your 
health is tied to your wealth. The 
game isn't so much about dying as it is 
about collecting as much cash as you 
can in a limited amount of time, so 
when you do get hit by an enemy, 
some of your treasure will be lost in 
the collision. (Think of Sonic the 
Hedgehog spilling his rings every- 
where.) You'll be able to recover some 
of it if you move fast enough and re- 
gather it while it's blinking on the 
ground, but a certain percentage will 
be lost for good - so don't get hit! 
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It's in your best interest to rack up 
as high of a treasure total as you can, 
because there will be multiple endings 
in the game - you'll only be able to 
earn the best ones by finishing the 
adventure with overflowing pockets. 


Lastly, we know that Treasurenauts 
is bound for the 3DS eShop. But 
when should we expect it to be 
released? 

We're aiming for a Q4 release this 
year. 
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INDIE OUTREACH 


Opening the doors wider was Nintendo's top priority 
at this year’s GDC, as the company announced new 
initiatives to make it easier than ever for ІШЕ game 


makers to publish their projects in the Wii 


and 3DS 


eShops. Emily Rogers tells the tale, then catches up 
with a few developers who are taking advantage of 


these new developments. 


At this year’s Game Developers 
Conference, Nintendo made a solid 
effort to attract web and app develop- 
ers to the Wii U. Developers at GDC 
who were interested in Wii U could 
visit a Wii U developers’ web page to 
fill out a small questionnaire to work 
towards acquiring a license. 

One of the highlights included 
"Nintendo Web Framework," a tool 
developed by NST that uses WebKit as 
its core. It will help developers port 
apps developed in JavaScript or 
HTML5 to the Wii U. One of the first 
apps to use Nintendo Web Framework 
was Wii Street U. 

The SDK for Nintendo Web 
Framework is free, but you're still 
required to buy a development kit to 
use it. Nintendo showed off a demo of 
a 2D fighter called "Sketch Battle" 
which was programmed in JavaScript. 
This demo is included in the Web 
Framework SDK to help developers 
better understand how to port their 
HTML5/JavaScript projects to Wii U. 


BYEMILY ROGERS 


Nintendo President Satoru Iwata 
spoke about the Web Framework at a 
recent financial briefing Q&A session. 
After its reveal at GDC, Iwata told 
investors that Nintendo had received 
hundreds of inquiries from developers 
interested in the technology. He also 
spoke on the overall importance in 
reaching out to web developers. 

"The number of developers who 
can use versatile web technologies 
such as HTML5 and JavaScript is 
probably more than 100 times larger 
than that of the current software 
developers for dedicated game 
machines," said Iwata. 

Recently, we spoke to Tom Gullen 
from a company called Scirra about 
their views on Nintendo allowing 
HTML5 as a legitimate tool for game 
development. Scirra is behind the 
popular HTML5 engine called 
Construct 2, which allows game devel- 
opers to create HTML5 games for the 
PC and iOS without requiring any 
knowledge of coding. Gullen shared 
his thoughts on the matter. 

"We think this is awesome news. 
Nintendo has always been a company 
that differentiates itself from others 


Thank you for your interest in becoming a Wii U developer. Please take a few moments to complete the questionnaire below and a member of 


the Nintendo team will be in contact with you following GDC. 


Personal Information 


If you are a Japanese developer, please email Nintendo-application-formanintendo.co.jp instead of completing the questionnaire below. 


First Name: 


Last Name: 


Email Address. 


Are you registering as a company or an 
individual? 


If you are the sole employee of a registered company please select Company above. 


Address (line 1) 
Address (line 2) 
City: 

State: 

Country 
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by doing things differently and taking 
risks. Supporting HTML5 is a huge 
vote of confidence for anyone who 
works with HTML5, and that shows 
Nintendo's willingness to explore and 
support new technologies. Without 
doubt it's definitely a big step 
forwards for HTML5 game develop- 
ment," Gullen said. 

Scirra has shown interest in 
bringing their HTML5 engine to 
Nintendo's attention so developers 
without programming knowledge will 
have another way to create 2D HTML5 
games for the Wii U. 

"We've been trying to contact 
Nintendo a few times with regards to 
this, but find it hard to get through to 
anyone! We're very keen and excited 
by the possibility of adding a Nintendo 
exporter into Construct 2, as are a lot 
of our user base. If anyone from 
Nintendo is reading this, please get in 
touch!" 

To give an example of Construct 2's 
power, Super Ubi Land by Notion 
Games was created using this engine. 
Notion Games became a Wii U devel- 
oper before HTML5 became available 
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for Wii U development - that meant 
Notion had to team up with another 
developer (Maestro Interactive) to re- 
create the entire game in C++. 

Notion Games is hopeful that 
Nintendo's willingness to move 
forward with HTML5 will open up new 
possibilities for indie game developers 
without knowledge of languages like 
C++. Since much of his experience is 
with Construct 2, he would like to see 
Nintendo work with Scirra in making a 
Wii U exporter for the engine possible. 

(Also, as a side note, Ubisoft has 
asked Notion Games to change the 
name "Super Ubi Land" to something 
that doesn't infringe on their trade- 
mark of the word "Ubi." That was a bit 
confusing, granted. No word on what 
the new name will be yet, though.) 

Nintendo Web Framework was not 
the only tool to get plenty of attention 
at GDC - Nintendo also demonstrated 
how easy it was to port an existing 
Unity game from PC to the Wii U. 
Nintendo will provide the Unity Pro 4 
engine to Wii U developers at no addi- 
tional cost (outside of buying a devel- 
opment kit). Booths by Nintendo and 
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Sony were strategically positioned 
next to Unity’s booth. During a presen- 
tation at GDC, Nintendo announced 
that current Wii U developers could 
finally take advantage of the Unity Wii 
U Beta. 

At one of the booths, a Unity demo 
of a 3D game called "Angry Bots" was 
seen running on the Wii U. The 
purpose of the demo was to show off 
how easy it is to get a sophisticated 
Unity game up and running on Wii U. 

Norwegian developer SnowCastle 
Games was at GDC and Nintendo 
approached them with an offer to 
bring their 3D RPG, Festival of Magic, 
to the Wii U. Bendik Stang, the 
founder of SnowCastle Games, talked 
with me about his encounter with 
Nintendo. 

"| was lucky to have met with Dan 
Adelman at GDC and he was quick to 
follow up after GDC. | think we're 
almost through the process of being 
approved - a process that so far has 
been really easy. It seems like they’re 
doing a very thorough job evaluating 
the developers though, so it does take 
some time," Stang said. 

Stang’s also been impressed with 
how easy it is to port an existing Unity 
game from PC to Wii U. 

"The ease of using Unity3D to 
develop for the Wii U was amazing. 
It’s just as easy as making a game for 
PC, but with the cool possibility of 


using up to three screen outputs 
instead of only one. With Unity, we can 
now focus on making the game, and 
then simply deploy to all of the plat- 
forms we feel are relevant. And the 
Wii U does open up for new creative 
designs with the multi-screen setup." 

Just days before we went to press 
with this issue, SnowCastle Games got 
their confirmation as an official Wii U 
developer - and they are officially 
bringing Festival of Magic to the Wii U 
eShop. 

Festival of Magic is a 3D RPG 
combined with a harvesting game. 
The core of its gameplay revolves 
around farming your spells and ammo, 
as most magic originates from the 
plants. You can then use the farmed 


resources to get the upper hand while 
fighting monsters when questing. 

"We are all old-school JRPG and 
RPG fans and have chosen a turn- 
based combat system, as we feel that 
is the best mix with the strong focus 
on story/dialogue and puzzles," Stang 
said. "We have developed this game 
for a year now with a budget of 
$1,500,000. We have a core team of 
seven super-dedicated RPG fanatics 
internally at SnowCastle. We also have 
three super-talented external develop- 
ers helping out with 3D modeling, ani- 
mation and music. As we get closer to 
the beta launch we intend to get more 
hands on the project." 

Back at GDC, another Unity devel- 
oper named Psychoz Interactive also 
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met with Nintendo. They wanted to 
bring Forgotten Memories: Sixth 
Sense, their 3D horror game, to the 
Wii U eShop. On April 24th, almost a 
month later, Psychoz Interactive also 
became an official Wii U developer. 

Georges Paz from Psychoz is pretty 
enthusiastic about working with the 
Wii U's hardware. 

"The Wii U GPU is more scalable 
and modern than the Xbox 360/PS3 
one, and that's just the beginning," 
Paz said. 

He also believes that Microsoft isn't 
going in a direction that is very indie- 
friendly. 

"Microsoft is going the other way 
and they'll crash into a wall. Anyway, 
I'm not interested in Microsoft." 

With Sony and Nintendo fighting 
for indie developers at GDC, 
Microsoft's relative silence toward the 
indie scene was interesting to note. 
Nintendo stressed that they don't 
require platform exclusivity, and they 
called platform exclusivity "childish" 
at the event. It'll be interesting to see 
whether reaching out to small devel- 
opers will pay off for Nintendo in the 
long run, but it's undeniably exciting 
that the traditionally reserved 
company is opening its arms wider — 
and even more encouraging to hear 
from so many new developers who are 
genuinely excited to be making 
"Nintendo" games. 
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PULLING THE OLD SWITCHEROO 


Intergalactic police officer Patricia Wagon has suddenly swapped jobs to become a 
i , and we've interrogated WayForward's Matt 
Bozon to find out why. (Along with asking a few other questions too.) 


firefighter in 


NF: Can you tell our readers a bit 
about yourself and your involvement 
with WayForward over the years? 
Sure! I've been with 
the company since it was just three 
guys in an apartment back in 1993, so 
you could call me a founding member 
of WayForward. Since then my goal 
has been to build the brand and the 
fanbase, which is why I spent so many 
years pushing us towards Nintendo 
handhelds ... the source of my most 
bestest gaming passion. | directed 
most of the games during our Game 
Boy Color and Game Boy Advance 
eras, then switched my focus to 
building up new directors to expand 
the business as Creative Director. | 
stay involved with most of the titles in 
one way or another, stopping to direct 
Contra 4, Shantae: Risky’s Revenge, 
Mighty Flip Champs! and Mighty 
Switch Ғогсе!. | also got very involved 
on the art side of BloodRayne: 
Betrayal & Double Dragon Neon, and 
designed the recent Adventure Time 
game ... and wrote the script for 
DuckTales Remastered! Now I'm 
shifting focus again to push harder on 
our self-publishing goals. That should 
mean a lot more original WF games 
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more often. Heck, I'm probably 
missing a few games in there, but at 
last count we were around 200 
shipped titles. We've been making 
games for a long time! We should get 
an all-inclusive list on the WayForward 
website ... 


We've already seen a diverse range 
of gameplay from the various 
"Mighty" releases. How did the idea 
of "switching" come about? 

It was the result of a design round- 
table with all of the directors. We 
wanted to design a love letter to the 
eShop ... kind of how Mighty Flip 
Champs! was for DSiWare. We 
attempted to define what a "Mighty 
Game" is; an action/puzzler with a 
female lead and nonsensical storyline. 
First we were leaning towards a Flip 
Champs sequel with backgrounds that 
could "slam" together, you know, to 
show off the stereoscopic potential 
there. We prototyped it a few hours 
later, felt like we had something cool, 
and then went into full development 
for several months. The police theme 
was a complete afterthought brought 
on by several nights of back-to-back 
Inspector Gadget and Axe Cop 
episodes. Interesting side note: Patty 
was supposed to transform into a 


police car as part of her mobility, but 
the idea didn't make the cut. 


What did this switching mechanic 
lend to the overall level design 
opportunities throughout the game? 
Games with alternating states can 
provide an excellent, huge creative 
canvas to experiment on. My all-time 
favorite game is A Link to the Past, 
where there is dimension-swapping in 
the Light and Dark worlds, but also in 
the upstairs/downstairs relationships 
of dungeon rooms. Other games like 
Goonies 2, Mole Mania and Metal 
Storm have been major influences on 
WayForward's past titles. The switch- 
ing of MSF is used to navigate, attack, 
tease, and even to thwart the player 
through their own actions. The level 
designers were able to combine the 
switch objects in a variety of ways, 
creating some amazing combinations 
... Some so complex that they had to 
be transplanted to later levels of the 
game. Mainly it allowed for a lot of 
creativity and flexibility ... tweaking 
puzzles over and over until they were 
as fun as possible! 


One complaint gamers seemed to 
have with the original Mighty Switch 


Force! was its relatively short length. 


Can we expect a larger number of 
levels in this sequel? 

My goal with the original Mighty 
Switch Force! was to make a game 
that everyone could complete. Not by 
making it easy, but by packing all of 
the fun into a single, concentrated 
burst. There were some complaints 
about the game being short, but I'm 
pleased that so many people got the 
entire experience with no sense of 
tedium. So yeah, | wanted to keep 
MSF2 just as short and sweet as the 
first game. And | should point out that 
this is not quick and easy to do. A 
densely packed game demands a high 
level of polish, as every detail counts. 
For example, both MSF games took 
just as long to develop as a fully 
scoped retail game. This game isn't 
Buy-One-Get-One XL pizza; it's a 
single, expertly prepared sushi roll. 
Personally I'd eat both for different 
reasons, if the price is right. (Man, 
now | want pizza and sushi.) But 
anyway, it's possible to extend game 
length via updates like we did with 
MSF1 if people gobble down MSF2 and 
want more. We're here to serve. 


How did Mighty Switch Force! 
become the first game in the Mighty 
series to get a sequel? 


We've considered doing sequels to 
most of our original games, but for 
whatever reason this is the first one 
that stuck (unless you count Shantae). 
It probably had a lot to do with the 
free level pack. We wrestled for a 
couple of months over whether we 
should keep making packs, but it just 
felt "cleaner" to make a real honest- 
to-goodness sequel instead. 


Completing levels within a certain 
time limit was a focus of the original 
release. Will that be the goal again? 
It's the way to master the game and 
unlock everything, yes. But we've also 
added the Ugly Secret Babies this time 
around. Now you can go for speed, or 
completion. 


Can you tell us a bit about the story- 
line behind Mighty Switch Force! 2? 
Will we see any new characters? 
Well, the storylines in the Mighty 
series have been kind of a running 
gag, in that they have character moti- 
vations and very little else. Much of 
the storyline is conveyed through the 
instruction manual ... which is a delib- 
erate NES throwback. If there's much 
story to tell, it's this: Patricia transfers 
from Planet Land's Police Squad over 
to the Fire Brigade to douse a destruc- 
tive blaze that threatens Tangent City. 
The Hooligan Sisters (the jailbirds 
from the previous game) have been 
reformed and are now placed in 
mortal peril. No one knows why a 
baby is in there. But there are new 
enemies to fight, new obstacles to 
overcome and ... someone or some- 
thing behind it all. 


Can we expect the same team behind 
the original to be involved with this 
new addition to the series? 

Yes, everyone from the first game is 
back, with a few fresh faces helping 
too. 


Will Jake Kaufman be scoring it? 
Absolutely! The music is weird and 
wonderful. | can't say enough good 
things about the soundtrack. It's easily 
worth the price of a download for the 
tunes alone! 


Water seems to be a prevalent entity 
this time around. Can you tell us a bit 
more about this gameplay mechanic 
and how it came to be included in the 
game? 
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Ha ha, well I think | drove everyone 
nuts with this one. A few years back I 
worked on Rescue Heroes: Billy Blazes 
for the Game Boy Advance and I fell in 
love with the hose weapon. It's very 
much like another of my favorite 
games, Capcom's The Magical Quest 
Starring Mickey Mouse on the SNES. 
Making Patty into a firefighter opened 
up a new way to play and challenged 
us to create puzzles that couldn't have 
been experienced in the first Switch 
Force game. It was more of a struggle 
than I'd anticipated, but many of our 
designers jumped in with great new 
ideas for how to apply the water com- 
ponent. The resulting game is fairly 
different because of the hose, and 
stands nicely alongside the original. 


What new twists can fans of the 
original expect with this sequel? 

The firehose is a pretty big switcheroo. 
Some objects must be doused in order 
to solve a particular puzzle. But other 
objects ... well, it might be better to let 
those burn. Spraying everything in 
sight won't always get players the 
result they're looking for. There are 
also great unlockables, splashy new 
cutscenes and some cool new enemies 
to battle. 


Although you're probably best 
known for your Shantae releases, do 
you find the Mighty Switch Force 
series a nice diversion from that? 
Yeah definitely. Mighty games so far 
have been about variation on a theme. 
And since the public never knows what 
to expect, it's a great way to try out 
new talent and experiment with 
gameplay ideas and visual styles. They 
also help to rekindle our love of 
games, and remind us how fun and 


spontaneous game development can 
be. 


Any price point or release date info 
you can give us at this point? 

We don't know the price yet, but I'd 
expect it to be similar to the first 
game. (Which is priced at $5.99 in the 
States.) The release date isn't locked 
in yet, but it should only be a matter 
of weeks. 


Any plans for a Mighty Switch Force! 
2 HD on the Wii U? 

For now, Shantae is taking the front 
seat. If we did MSF2 in HD, it would 
have to be at a later date. However 
many fans have been asking us to 
consider deploying the pixel-based 
3DS game to Wii U. That’s possible, so 
we'll certainly look into it. 


Any Shantae and the Pirate's Curse 
details you might wanna share while 
we've got you here? 

The new Shantae (Pirate's Curse) is a 
huge endeavor and the team has been 
plowing it away. We have incredible 
talent on board and will be able to 
share more details shortly! We've got 
the original Shantae arriving on 3DS 
Virtual Console soon, and a Switch 
Force Wii U update that addresses 
several MiiVerse requests and adds 
Pixel Patty as a playable character! 
So look for that! 


Matt, thanks so much for doing this 
interview with the Nintendo Force. 
We very much appreciate it. 

You bet, and congrats on the new 
magazine. It's great to see you guys 
carrying the torch! 
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New Blue Four-tunes 


THIS IS THE point where things took a 
turn for the interesting in the Blue 
Bomber’s series. Following the magnum 
opus that was Mega Man 3, this install- 
ment introduced a new foe, a more 
detailed origin for Mega Man and the 
concept of chargeable Mega Buster 
shots - something which not only 
became a staple until Mega Man 9, but 
also carried over to classic Mega Man's 
numerous sequel series, such as Mega 
Man X. Capcom began on a high note 
with the quality of their NES graphics in 
the first Mega Man, and their ascension 
on the 8-bit hardware continued here - 
while being accompanied by numerous 
catchy, highly enjoyable tunes. (The 
sound of the newly-introduced Buster 
charging mechanic, unfortunately, 
manages to drown out this music much 
of the time while you're playing, which 
has made this soundtrack somewhat 
overlooked over the years.) Gameplay is 
largely the same as it's ever been, as you 
run, jump and shoot your way through 
eight Robot Masters on the way to your 
showdown with Dr. Cossack, only for a 
"surprise twist" to be revealed – a 
formula which carries over through the 
rest of the series on the NES. Overall, 
Mega Man 4 is one of the better games 
on the NES, though this is admittedly the 
installment in which repetition began to 
set іп. - DAVID 
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The Links That Link Together 


FEW GAME BOY Color games were quite as ambi- 
tious as Oracle of Ages and Oracle of Seasons, a pair 
of Zelda titles developed by Flagship (who went on 
to create The Minish Cap, too). Originally planned as 
a trilogy, the Oracle games stand as two of the 
biggest adventures to ever hit the little handheld, 
offering two unique settings and storylines linked 
together by an innovative password system. 

Unlike other Zelda games, Oracle of Seasons and 
Oracle of Ages take place in the lands of Holodrum 
and Labrynna. Each continent is in the grips of its 
own crisis: Holodrum's seasons have been thrown 
into disarray by the armor-clad General Onox, who 
has kidnapped the Oracle of Seasons, Din, and 
imprisoned her in the Temple of Seasons; mean- 
while, Nayru, Labrynna’s Oracle of Ages, has been 
possessed by the evil sorceress Veran, who intends 
to use the oracle’s powers to erect a massive tower 
in the past to blot out the sun and cover the land in 
darkness. Link must stop these two villains before 
the destruction and sorrow they sow can be reaped 
for a more sinister purpose. 

Despite their similar premises, each game is its 
own wholly distinct adventure, with a unique 
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gameplay hook that sets it apart from its sister title. 
In Oracle of Seasons, Link must restore the natural 
order of Holodrum using the Rod of Seasons, a 
scepter that allows him to cycle between the 
seasons. This opens up some really clever environ- 
mental puzzles to solve; a lake, for instance, will be 
impassable during the summer months, but come 
winter it will freeze over, allowing you to walk across 
its icy surface and reach new areas. 

Oracle of Ages, meanwhile, gives Link control 
over the flow of time thanks to the mystical Harp of 
Ages, which allows him to venture 400 years into 
Labrynna's past. As in Ocarina of Time, your actions 
in the past will have a direct impact on the present; 
a seed planted іп an earlier epoch will be fully grown 
when you return to present day, while a tiny village 
will have become a bustling metropolis. 

Regardless of which adventure you start out with, 
though, both follow the general template laid down 
by Link’s Awakening. You'll have to guide the Hylian 
hero across the land, solving puzzles, talking to NPCs 
and plumbing the depths of eight challenging and 
well-designed dungeons to save each continent and 
defeat Onox and Veran. 

You'll also come across three unique animal com- 
panions - Ricky the Boxing Kangaroo, Moosh the 
Flying Bear and Dimitri the Swimming Dodongo – 
during your travels, adding another fun wrinkle to 
the gameplay. 

Either title would make an excellent addition to 
anyone's 3DS library, but Zelda fans will want to get 
both games to enjoy the experience to its fullest. Not 
only are they two of Link's finest 2D adventures, 
clearing one will give you a password to input in the 
other, extending the storyline and tying the two 
games together in a clever way. 

If you missed out on either title when they were 
first released, now is the perfect opportunity to 
finally play these lost GBC classics. - KEVIN K. 


Caution: Road Construction 


THE MARIO VS. Donkey Kong series has progres- 
sively shifted from platformer to puzzler, and its 
latest iteration takes a dramatic tile-based turn, 
becoming more reminiscent of Pipe Mania than its 
predecessors. In Minis on the Move, you must help 
the Minis reach their goal by placing or moving tiles 
around to create paths for them to travel. Though the 
title would indicate that Mario and Donkey Kong have 
teamed up, in reality, the rivals have essentially aban- 
doned the game, leaving the Minis to march by them- 
selves. There’s no exposition to be found at all. 

Mario’s Main Event is the base game mode where a 
queue of five tiles fills up on the right side, and you 
must drag them to the main board. The game pro- 
gressively introduces new elements such as springs 
and enemies to add to variety. Puzzle Palace takes 
away the timer and designates a set of tiles that must 
be used to solve the stage. Many Mini Mayhem 
mandates multitasking multiple Minis. Dispensing 
with the tile queue, that mode introduces rotating 
and swappable tiles. Finally, Giant Jungle only has 
three levels, but they are massive stages that require 
an intricate understanding of the game’s mechanics 
to successfully navigate. 

Minis on the Move isn’t lacking in content, featur- 
ing 243 puzzles across its four modes. And if those 
aren’t enough to satiate your desire for puzzles, a vir- 
tually unlimited number are available online thanks 
to the game’s built-in level editor and sharing tool. 

While the game introduces new game concepts at 
a reasonable rate, the number of competing 
resources becomes too high, making later stages rely 
too much on luck or trial and error. Not only do you 
have to have your Minis survive against a variety of 


hazards (including their desire to jump off cliffs), you 
have to keep your tile queue from overloading, while 
making sure not to run out of time. Each mode has its 
plusses and minuses, though none have perfect 
balance. And while there are sharp 3D graphics on 
the top screen, it’s rarely of any use because all 
gameplay is focused on the sprite-based touchscreen. 

Beyond the main game, there are four engaging 
mini-games, unlocked by collecting medals and 
clearing stages in the main game. Though these 
games have little to do with the puzzle-based play of 
the main game, they are all touch-based and make 
excellent use of the stereoscopic capabilities of the 
3DS. Three of the games involve a slingshot-like 
mechanic, where you must hit targets, cubes or Fly 
Guys. The final mini-game changes it up - you rotate 
a crank to move a Mini up and down to avoid 
incoming enemies. 

Mario and Donkey Kong: Minis on the Move is a 
highly polished experience that's limited by its core 
game concept. While it's packed with content and 
interesting variations, there's 
a good chance you'll 
get bored after a 
few hours. 

- AARON 
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Rock to the Beat 


THE BLUE BOMBER'S NES legacy con- 
tinued in Mega Man 5 as his creator, Dr. 
Light, was kidnapped at the outset of 
this adventure by the mysterious Proto 
Man. But wait; isn't he an ally? It's up to 
Mega Man to get to the bottom of this 
mystery by doing what he does best: 
invading the eight domains conquered 
by the Robot Masters, putting a stop to 
their reign of terror and swiping their 
weapon chips in the process. Only then 
can he pursue his shadowy brother to 
his suspiciously self-styled fortress and 
demand some answers ... for reasons. As 
always, the graphics here represented 
another high-water mark for the NES, as 
did the tunes which accompany you 
throughout each stage. Some refine- 
ments were made to the gameplay, too, 
such as making the Mega Buster's 
charge shot easier to use and less 
grating on the ears. A new bird-like com- 
panion named Beat joins Mega Man on 
his quest (if players are able to collect 
the eight secret circuit plates hidden 
away in each Robot Master's stage first), 
and the stages in this installment boast 
some of the most inventive designs from 
the series' 8-bit era. Gravity Man's level 
(pictured above) is particularly memo- 
rable, as Mega Man gets flipped upside 
down to walk on ceilings and falls "up" 
into pits. One area where the game 
suffers is in its level of challenge, as it's 
probably the easiest game in the series. 
Of course, that also makes it a great 
jumping-on point for new Mega Man 
players. If that's you, rock on. - DAVID 
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Roll Out 


BACK IN VOLUME 278 of Nintendo Power, | 
gave the original Dillon’s Rolling Western a 
rating of "Recommended," as it was a strong 
game with a solid foundation, fun characters, 
and an enjoyable setting, but with a few minor 
flaws attached. As it turns out, pretty much 
everything said about the original game can 
be said for its sequel, The Last Ranger, both 
for better and for worse, but with a few addi- 
tions worth noting. 

Simply put, The Last Ranger doesn’t change 
much at all. To be fair, it certainly adds a 
number of new features and twists, but at its 
core it feels more akin to an expansion pack 
that builds upon the first game without 
changing anything. The graphics and sound 
are by and large the same with only the 
subtlest of changes, if any, and the gameplay 
combination of action, real-time strategy, and 
tower defense is just as challenging as ever as 
you run around during the day to prepare for 
the Grock invasion in the evening before 
settling into the saloon to speak with the 
townsfolk at night. If you’ve played the 
original, then you should be able to dive right 
into this one with little real trouble, though it’s 
worth noting that this game possesses the 
same tough-as-nails difficulty as before. 

For some, part of that may come down to 
the stylus-driven controls. While there is no 
way to control Dillon through more traditional 
means, the developers at Vanpool have made 
a concession for left-handed gamers, allowing 
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them to use the face and R buttons in place of 
the Circle Pad and L. Just as before, the 
controls are as good as ever, though being just 
a touch more responsive in pulling off special 
moves and combos probably wouldn't hurt. 
Other issues, on the other hand, aren't 
addressed at all. In particular, with everything 
always on a timer, you still have no idea how 
long you have until the first phase is over. 
There are some changes and small 
improvements, such as new side towns, train- 
defending missions, a sort of in-game achieve- 
ment system and a StreetPass function for 
sharing strategies. Additionally, the saloon 
segments at the end of each day are now pre- 
sented in 3D and are more interactive. More 
welcome is the addition of other Rangers you 
can hire into your fold, assigning them tasks 
during the day and where to strike at night. 
Overall, this is good for those who missed 
the first game or simply want more of what it 
offered. Those who don't need not apply. 
- DAVID 


8-Bit Bodyguard 


SIMPLICITY CAN BE a double-edged 
sword, but Witch & Hero manages to stay 
on the right side of that blade more often 
than not. You play as both an archetypal 
warrior and his witch companion in a 8-bit- 
styled action/RPG fused with tower 
defense. Witch was turned to stone by 
Medusa in a prior attempt by the pair to 
take down the snake-haired villain. The 
only way to return her to flesh and bone is 
to take Medusa down for good, so Hero 
takes on the arduous task of dragging his 
cursed companion all the way back to 
Medusa's lair for Round 2. 

Gameplay consists of tooling around a 
small play area, taking out enemies with a 
idiot-proof "bump into jerks until they die" 
combat system. It sounds easy, but Hero 
takes damage every time he lands a hit, 
proving that violence always backfires to 
some degree. If he loses all his health, he 
can recover in a few seconds, but if Witch 
takes too many hits, she crumbles to bits 
and it's game over. The witch is the single 
target of every enemy in the game, so 
keeping her safe is no easy task. 

A few levels in, you gain the ability to 
release Witch from her curse for a few 
seconds by feeding her monster blood col- 
lected from felled enemies. That's where 
the real gameplay hook hits. Directing the 
Witch's magic attacks with the shoulder 
buttons while simultaneously running Hero 
around dispatching monsters forces your 
brain to juggle its focus in a delightful way. 

Deciding which enemies to go after first, 
balancing collecting monster blood with 
staying close to Witch, deciding when and 
where it's best for Hero to die and recover 
before an inevitable beating, and other 
mini-decisions keep your mind active, and 
the constant need for self-sacrifice brings a 
surprising amount of excitement and 
drama to the moment-to-moment events. 
Combine that with several clever gameplay 
twists, and Witch & Hero does well to com- 
pensate for its occasional repetitiveness, 
recycled enemy concepts and forced gold 
farming. If Dragon Quest and Ridiculous 
Fishing had a baby, it might look a lot like 
Witch & Hero. - JONATHAN 
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Samus Descends on Wii 


SUPER METROID 


THE ORIGINAL METROID for NES was a collection of 
innovative ideas that never amounted to a great game 
- today it plays like an artifact of game design history 
that hasn't aged as well as other NES games. The level 
design feels disorganized and random. Some hallways 
and rooms look identical, which makes exploring con- 
fusing instead of fun. 

The SNES sequel Super Metroid, though, succeeded 
where Metroid 1 fell short. Tighter controls. Better level 
design. Better level organization. Better pacing. Better 
difficulty balance. While the original felt sloppy, Super 
Metroid was, and still is, absolute perfection. 

Super Metroid's story takes place after the events of 
the Game Boy sequel Metroid 11, and it involves Samus 
exploring the planet Zebes once again. Just like any 
Metroid title, you start with only a basic blaster – 
though Samus can now shoot diagonally, which wasn't 
possible in earlier Metroid games. The levels in Super 
Metroid are cleverly designed with plenty of collectible 
upgrades scattered throughout the game. Upgrades like 
the Morph Ball and missiles will help you reach areas 
that were previously unavailable, and the game is 
massive - which makes it necessary to replay it 
multiple times to discover secrets you missed the first, 
second, or third times around. 

The graphics in Super Metroid are noticeably more 
detailed than previous installments, and it's easier than 
ever to appreciate each subtle touch when played 
through the HD Wii U. The game's atmosphere has a 
dark, isolated tone with an art style dominated by 
dreary colors. Super Metroid's director Yoshio 
Sakamoto had gone on record claiming that many of 
the creature designs in the original Metroid were influ- 
enced by the 1986 Ridley Scott film, Alien. With the 
16-bit power of the SNES, creature sprite designs could 
look closer to what the developers originally intended. 
And the music brings the whole experience together – 
Super Metroid's unforgettable soundtrack creates an 
atmosphere that is both eerie and intense. 

Super Metroid is a masterpiece that raises the bar so 
incredibly high that no 2D Metroid has matched its 
quality since 1994. This is the best 2D Metroid that 
money can buy, and, for a limited time, Wii U owners 
can download it for 30 cents. (Which may be the best 
deal in Nintendo history.) Get it now! - EMILY 
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Platformer’s Progress 
DONKEY KONG JR. 


AS THE SEQUEL to Donkey Kong, D.K. Jr. 
is an important game in the evolution of 
the platformer genre - but with only four 
short levels to play, it’s not a game that’s 
worth spending five dollars to own today. 
(Even with the curiosity factor of being 
the only game to ever cast Mario in the 
role of the villain.) - LUCAS 
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ORIGINAL PLATFORM: NES 
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PUBLISHER: NINTENDO 
DEVELOPER: NINTENDO 
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A Little More Exciting 
EXCITEBIKE 


THIS CLASSIC RACER fares better than 
the other early NES titles in transitioning 
to Wii U, as the Restore Point functionality 
helps with saving your customized tracks. 
3D Classics: Excitebike in the 3DS eShop is 
just a buck more, though, making this one 
still a hard purchase to justify for owners 
of both of the current Nintendo systems. 


- LUCAS 
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Another Exped 
ICE CLIMBER 


WE JUST REVIEWED the 3DS version of 
this same game in our last issue, but Nana 
and Popo have been sent out the door one 
more time. This Wii U VC version is less 
functional than the portable one, though, 
as only one player can wield the GamePad 
in 2P Mode. So stick with the 3DS edition, 
if you stick with either. - LUCAS 
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In with the Old 
SUPER MARIO WORLD 


DESPITE THE EXISTENCE of newer, 
more fully featured versions of this game, 
Nintendo insists on continuing to offer 
only its oldest edition over and over. It's 
sad that here, in The Year of Luigi, the Big 
N has once again re-issued this version 
that makes him a green clone of Mario 
once more. (Though, still a great game.) 


- LUCAS 
Wii U VIRTUAL CONSOLE 
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Platforming in Perfect Harmony 


THE LIST OF absolutely essential titles to own 
from the 3DS eShop is getting even longer thanks 
to HarmoKnight, which serves to both boost 
Nintendo's digital presence further and as a clear 
reminder (should one be necessary) that the 
developers at Game Freak are far from one-trick 
Ponytas. 

This game came about thanks to a unique ini- 
tiative Game Freak put in place specifically to 
battle back against their reputation of being the 
studio that just makes Pokémon games - a 
program that gives any employee with a unique 
game design idea the means to explore and 
develop that idea to potentially become a full 
game released to the public. HarmoKnight is the 
first to make it all the way through that process - 
it's a charming rhythm platformer with an 
impressive display of both musical and gameplay 
variation. 

Players take on the role of Tempo, a young 
warrior charged with ridding his land of the 
extraterrestrial invader Gargan and his army of 
Noizoids, who threaten to destroy the peace of 
the planet Melodia. The silly plot is not particu- 
larly important, but the setting is captivating – 
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hills and clouds resembling musical instruments 
whizz by as Tempo jumps and attacks to the beat. 

Gameplay is mostly based around either 
jumping over or attacking obstacles in time to the 
music, a simple foundation that is built upon 
gradually throughout the game with an increas- 
ingly diverse roster of enemies to contend with 
and environments to traverse, culminating in an 
impressively difficult final few stages. Those 
familiar with the Bit.Trip Runner series or even 
Rhythm Heaven will likely have no issue complet- 
ing the adventure (which is short but sweet, 
lasting around four hours), but there is enough 
challenge here to trip over even the most confi- 
dent of rhythm savants. 

The spotlight occasionally shifts, too, to one of 
Tempo's two cohorts, Lyra and Tyko. Rather than 
jumping and swinging, Lyra lets fly with rhythmic 
arrows and Tyko pounds out the beat on a set of 
large drums. These sections are brief and fairly 
infrequent, but they nicely serve to break up the 
gameplay when Tempo's hopping and bopping 
become a little stale. 

The visual style of the game is clean and 
simple; the world Tempo and his friends inhabit 
and, in particular, the illustrated cutscenes inter- 
spersing the gameplay are charming and inviting. 
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Even the large bosses Tempo faces have 
a lighthearted whimsy to their design. 

Unable to cut their ties to the massive success 
that is the Pokémon series, Game Freak made 
sure to include several bonus stages that feature 
music from a range of Pikachu's games, with 
Poké Ball balloons and such floating by in the 
background. While they are undoubtedly fun, the 
brief nature of these stages keep them from 
being a true selling point. 

Each of the 60 or so stages features a faster 
Expert variant when completed at a high enough 
level, so there is significantly more content avail- 
able should you find yourself driven to accept 
these challenges. Along with a handful of post- 
game hidden stages, HarmoKnight is not short on 
content, just on length. The experience you have 
with the game will be brief, but the game is 
enjoyable from start to finish - a compliment 
that can be bestowed upon few titles as of late. 

In short, if you enjoy rhythm games, platform- 
ers, or even just quirky fun, HarmoKnight comes 
highly recommended. (And let's hope it's not the 
last non-Pokémon game we see come out of 
Game Freak's new program.) - ROBERT 
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Your Brain 
TOKI TORI 2 


THIS IS THE kind of sequel that doesn’t come 
along too often - a Wii U follow-up that basically 
throws out all of the mechanics of the Game Boy 
Color/WiiWare original and centers the new expe- 
rience on just two abilities: whistling and 
stomping. Throughout the lengthy 10+ hour 
adventure, you use those two techniques in inter- 
esting ways to solve a seemingly endless stream 
of puzzles and obstacles spread throughout a 
gorgeous landscape filled with creatures bristling 
with personality. 

While you have all of your tools at your 
disposal initially, you likely won't learn different 
techniques until the game forces you into situa- 
tions where experimentation is the only way to 
progress. Toki Tori 2 encourages you to think 
outside the box in a non-verbal way, though, and 
that's unfortunately not always clear. The fact 
that the whole game doesn't feature any text is 
novel, but when you're banging your head 
against a wall for an hour trying to figure out 
how to get the stupid frog in the dumb hole, the 
game goes from elegant and wondrous to frus- 
trating and depressing. The clues are there, but 
sometimes they're just a bit too subtle. 

Patience is a virtue in Toki Tori 2, and if you 
can survive past the irritation, the payoff can be 
very gratifying. However, even if you have an idea 
of what to do, the snail-like pace of the game 
makes it a chore to execute on solutions. 


Every single aspect of the game is slow and 
methodical. And while that pace is often pleasing 
and relaxing, the trial and error can be time- 
consuming and repetitive when you're trying to 
figure out a puzzle. 

The first few hours are rather straightforward, 
until you earn the ability to warp between differ- 
ent points. From there, the game opens up. 

While the map can be somewhat useful, it isn't 
detailed enough to give you a full view of the 
world. The developers at Two Tribes have touted 
this game as a Metroidvania, but it eschews the 
common map structure and struggles to convey 
the way the world looks at anything more than a 
big-picture level. You're given nothing but the 
faintest clues to move forward, and if you miss 
one thing, you're often left scratching your head. 
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Luckily, Miiverse is present on Wii U, and that 
fact saves Toki Tori 2 from being a tragically dis- 
couraging slog at times. As long as the commu- 
nity remains active, the Toki Tori 2 Miiverse 
section should be a great resource for help in 
figuring out tough sections. While it would have 
been better if something like Nintendo's Super 
Guide was built directly into the game, the 
Miiverse alternative is laudable. Posting in the 
community often gets you a helpful hint to the 
issue you're facing, and sometimes the assistance 
comes straight from the game's developers. 

Even with its frustrations, Toki Tori 2 is a Wii U 
game worth playing, as it is one of the more 
beautiful and calming games to come out in a 
long time. It also takes advantage of Off-TV Play, 
which is easily toggled with a button press on the 
GamePad. (Which is currently the game's only 
control option.) 

As long as you're fine with the occasional 
obtuse challenge, check out Two 
Tribes' debut Wii U eShop game 
as soon as you can. - NEAL 
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IF YOU FOLLOW Hyrule Historia’s 
timeline, Link’s apparent death is 
ironically great news for Zelda fans as 
we jump back to The Era of Light and 
Dark with a follow-up to The Legend of 
Zelda: A Link to the Past. The latest 
Zelda game brings back many nostal- 
gic feelings from the SNES classic, 
while introducing an interesting new 
mechanic. Looking a bit like a plastic 
version of A Link to the Past, the Light 
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THE LEGEND OF ZELDA: 
LINK TO THE PAST 2 


and Dark Worlds will be returning, 
along with many familiar weapons and 
enemies. 

Link now has the power to trans- 
form into a 2D Wind Waker-esque 
hieroglyph and travel along walls, an 
ability inspired by Phantom Ganon 
from Ocarina of Time. The transforma- 
tion will make you think about how to 
navigate the environment in new 
Ways, swapping between 2D and 3D to 
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sneak through barred windows or 
scale seemingly impassable walls in 
dungeons, both inside and out. 
Though this Zelda is primarily 2D, it 
makes some of the best use of the 3DS 
screen thus far. The old-school Zelda 
overhead view is perfectly suited for – 
and enhanced by - the stereoscopic 
3D screen. A Link to the Past had 
dungeons featuring many floors, and 
on the 3DS, floors really appear to be 
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stacked one on top of another - when 
you can look down from above, it adds 
literal depth to the game's puzzles. 
Like its 1993 predecessor, you can 
be sure that there will be a wide mix 
of action and puzzle-solving gameplay. 
A Link to the Past 2 will make its debut 
before the end of this year. - AARON 
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YOSHI'S ISLAND 305 


NINTENDO HAS BEEN hosting special 
Nintendo Direct events left and right 
lately - and you never know what to 
expect from these presentations. 
Sometimes we get new info on previously 
announced titles, but other times we get 
first looks at games that are brand new. 
That's the case with Yoshi's Island 3DS, a 
successor to the 1995 SNES classic and 
its 2006 DS sequel. 

The original Yoshi's Island was our 
introduction to Baby Mario and gave 
Yoshi his first major starring role - the 
two of them teamed up to rescue the kid- 
napped Baby Luigi. Yoshi's Island DS took 
things in a slightly different direction, 
giving us multiple characters for Yoshi to 
carry around (Baby Peach, Baby Wario, 
etc). From what we've seen so far, Yoshi's 
Island 3DS looks to bring things closer to 
what the original game offered – Yoshi 
and Baby Mario teaming up for yet 
another adventure, complete with a host 


of baddies just waiting to pluck the pint- 
sized future plumber from his comfy spot 
atop his pal. 

The debut footage of Yoshi's Island 
3DS showcased a new take on the classic 
chalkboard-style graphics that made the 
first entry stand out, but what else 
returns? Get ready for red coin hunts, 
flutter jump-filled platforming and 
monkeys just waiting to ruin your day. 
Most importantly, Yoshi once again 
regains the ability to swallow up 
enemies, turn them into eggs and fire 
them off at will - and he’s able to lay 
some massive ones this time around. (We 
don’t want to know how the physics of 
that works.) Gigantic eggs are the only 
hint at new content so far, though, so 
cross your fingers and hope that Mario is 
hiding more fresh mechanics up his ... 
diaper? - KEVIN C. 
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MARIO PARTY 3DS 


MARIO'S HOSTED PLENTY of parties over the years, but his 
bashes rarely branch out beyond Nintendo's home consoles - so 
while it wasn't a shock to hear that another installment in the 
series is on its way, it was a bit surprising that this new sequel is 
heading to a handheld. Mario Party 3DS was announced during 
the latest Nintendo Direct, and we're certainly intrigued at what 
the new entry will bring. The basic concepts from the previous 
games - like rolling the dice, moving around the board and 
playing various mini-games - are all making a return, as you'd 
expect. But what's different here is that each of the seven new 
boards has its own set of rules, which promises to add some fresh 
variety to the tried-and-true Mario Party formula. There is, for 
example, a board based on Super Mario Galaxy. While playing on 
it, you'll try to collect boosts for your spaceship - and be able to 
use them to multiply the amounts of steps you can take on future 
turns. Items are also in the mix once again, though they've now 
taken the form of cards – whether or not that form factor is 
important remains to be seen, but perhaps a bit of shuffling will 
be involved? A total of 81 new mini-games promise to pack quite a 
punch as they test your speed, your concentration or your luck. 
And there are even games that use the unique features of the 
Nintendo 3DS, like the bottom touchscreen for drawing and 
tapping or the Augmented Reality cards to bring the Party more 
literally into your living room. Whether or not online multiplayer 
is a part of this new Party is still an unknown, but making it as 
easy as possible to bring friends into the action with you is essen- 
tial to this series, so we're hopeful that it will be included (so that 
the members of the Force can party with our readers around the 
world, naturally). We'll look forward to hearing more as the year 
rolls on, as Mario Party 3DS has 

been promised to debut before the 3DS 
calendar flips to 2014. - DAAN 
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NEW SUPER = 


LUIGI U 


The Man in Green finally gets a platforming adventure all to himself. 


ONE OF THE few honest-to- 
goodness Luigi items in The Year of 
Luigi, New Super Luigi U is an ambi- 
tious expansion to the Wii U launch 
title New Super Mario Bros. U. This 
massive piece of downloadable 
content, coming later this June, 
contains more than 80 levels. That's 
right - nearly every single level from 
New Super Mario Bros. U is receiving a 
new version tailored for Luigi's differ- 
ent mechanics, in addition to some 
strict limitations and extra challenges. 


Luigi gets his high, fluttering jump 
back, and he is also more slippery, 
much like how he controlled in Super 
Mario Bros. 2 (the American version). 
The single-player experience also has 
а rather bold restriction — every level 
must be beaten in under 100 seconds! 
While we're not totally sure if this 
means Luigi will face off against new 
bosses and world map hazards, the 
regular levels will certainly be much 
more challenging. 

Multiplayer will also be a part of 
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the package, with Yellow Toad and 
Blue Toad jumping back into action to 
help Luigi in his quest. Taking the last 
spot, though, isn't Mario - it’s Nabbit! 
The thieving rabbit creature has gone 
over to the good guys, and he plays in 
an interesting way - he can't use any 
power-up items. Instead, he's immune 
to taking damage from foes! Weird! 

To play this crazy addition as DLC, 
you'll need to have a copy of New 
Super Mario Bros. U. Then, you can 
download the Luigi U content from the 


Wii U eShop, and then access it from 
the main menu of New Super Mario 
Bros. U. If you don't own NSMBU, 
though, or would just prefer a physical 
purchase, Nintendo will also be 
putting New Super Luigi U out as a 
retail disc this August. 

New Super Luigi U is set for release 
this June as DLC, and it'll cost $19.99 if 
bought digitally. The retail disc won't 
come along until later – it'll arrive in 
August, and will cost $29.99. In either 
form, it looks like a winner! - NEAL 


IT’S THE YEAR of Luigi, and to cel- 
ebrate, the green-clad brother decides 
to take a nap. 

Dream Team begins with Mario's 
party travelling to Pi'illo Island, a land 
whose cotton-stuffed inhabitants have 
the ability to travel between the real 
and dream worlds. By sleeping on a 
magical pillow, Luigi bridges the 


MARIO & LUIGI: 
DREAM TEAM 


dimensions, and Princess Peach is 
inadvertently sucked into the dream 
world. The brothers take off to rescue 
her and quickly learn of the plight of 
the Pi'illos - many of the Pi'illos were 
turned to stone after a battle with a 
nightmarish figure called Antasma. 
The Pi'illos' power is derived from the 
Dreamstone, while Antasma controlled 
the Darkstone. Nearing defeat, the 
villain shattered his stone, trapping 
the Pi'illos. Along with Peach, Mario 
and Luigi suddenly have an entire 
puffy population to rescue. 

Similar to its predecessor, Bowser's 
Inside Story, the game is split between 
two linked "dimensions," the real 
world and the dream world. Luigi is 


the only one who can open portals 
into the dream world, so as he 
slumbers, Mario must dive in to battle 
the nightmares while the bros' Star 
Sprite companion, Starlow, takes 
charge on the outside. The real world 
features 3D levels, while the dream 
world switches to 2D environments. 
Dream Team takes the sprites the 
Mario & Luigi series is known for, 
drops the black outlines, and 
enhances them with a new art style. 
Luigi's dreams must reflect his 
repressed desires, and he's able to 
greatly magnify his own power within 
them. During battles, Luigi becomes a 
power-up of sorts to Mario's attack. If 
Mario jumps, a multitude of Luigis 
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follow up with their own stomp 
attacks. Similarly, if you attack with a 
hammer, an army of Luigis material- 
izes to launch their own blitz. Though 
the battles are turn-based, in the 
Mario & Luigi series' normal fashion 
they're also action-heavy, with victory 
dependent on timing. In the dream 
world, Bros. attacks are replaced by 
"Luiginary" attacks that are even more 
interactive - for example, a Katamari- 
style attack uses the 3DS gyroscope to 
guide a ball of Luigis to gather up 
even more Luigis before launching the 
final attack. To counter the multiple 
Luigis, dream battles also feature an 
increased number of enemies that can 
combine to form coordinated attacks 
that make combat more interesting. 

Luigi also gains the power of 
"Luigination," where parts of the 
dream environment can be linked to 
Luigi's physical body, which is neces- 
sary to solve puzzles. Once activated, 
Starlow, who resides in the real world 
on the touchscreen, can pull and prod 
Luigi's face, and those actions are 
reproduced on the manifestation of 
Luigi on the top screen. For example, 
when Luigi merges with a bush, 
pulling on his mustache makes the 
branches in the bush stretch out. You 
can fling Mario this way to get to oth- 
erwise unreachable areas. In other 
levels, Luigi gains the power of a 
tornado, whereby tickling his nose 
causes him to sneeze and push blocks 
around. 

This won't be the brothers' first 
time exploring a land of dreams, but 
Mario & Luigi's characteristic humor 
coupled with the focus on Luigi will 
certainly make for a variety of all-new 
and amusing situations in their latest 
RPG adventure. - AARON 
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THIS (STILL) AIN'T NO GAME 


It’s been 20 years now since the Super Mario Bros. made an unprecedented leap from the 
television screen to the silver screen. The first-ever major motion picture adaptation of a video 
game franchise defied expectations on multiple levels, but the transition didnt occur overnight; 
instead, it was a long road from fashioning a more literal translation of Nintendo's famous work 
to creating the final film we received. Many changes were made along the way, and even after 
a cool critical reception, the movie still managed to find its way into some fans’ hearts based on 
what it was, rather than what was expected ... or even despite it. 
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THE PRODUCTION 


Many Mario fans first heard of the upcomin 
movie's existence in Nintendo Power's 1991 Mario 
Mania Players Guide, though little more was 
revealed than the fact that it was "Coming in '92" 
and going to be live-action. At best, readers could 
only imagine visions of Captain lou Albano and 
Danny Wells running around a bizarre playland, 
jumping up and bopping bricks with their hands. At 
this point, Luigis heart belonged to Dianna, rather 
than Daisy, while the touted "magic and mayhem" 
that Mario’s “heart of gold valves and spigots” 
would lead them through would both take ona 
harder sci-fi edge before all was said and done. 


Things started out rough with the first 
draft from Barry Morrow (Rain Man), 
who is believed to have been brought 
in for a large sum to attract higher- 
profile directors and actors with his 
Oscar accolades. The script he turned 
in has been described as an "existen- 
tial road trip" with Mario leading his 
developmentally-disabled brother 
across the country in search of a 
princess. The resemblance to his 
previous work led the draft to receive 
the mocking name "Drain Man." 

The next version came from Tom S. 
Parker and Jim Jennewein (The 
Flintstones, Richie Rich), and was to 
be directed by Greg Beeman 
(Smallville). This might have been the 
most well-received, had it actually 
seen production, as it stuck closest to 
the original source material with a 
more humorous take on the fairy tale 
genre (think The Princess Bride or 
Shrek). The film followed the rocky 


relationship between the brothers as 
they travel from Brooklyn through a 
Wonderland-meets-Oz-inspired 
Mushroom World to rescue Princess 
Hildy from the much more dragon- 
esque King Koopa. Each brother had 
their own unique-yet-entwined goal, 
as Luigi sought to win the hand of the 
fair maiden, while the reluctant hero 
Mario would be the one to face the 
evil Koopa king. 

Beeman would depart the project, 
and with him that version of the film, 
leaving the producers in search of a 
new director and ultimately delaying 
the film from its intended 1992 
release. In came Parker Bennett and 
Terry Runté (Mystery Date, The 
Princess and the Cobbler), who began 
to transition the story into something 
a little more sci-fi, while not only 
retaining the original version's fantasy 
elements, but adding new ones, such 
as a prophecy speaking of the 
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brothers and a magical talking book to 
guide them. It was here that the 
newly-rechristened Princess Daisy 
became more proactive, but Koopa's 
plot began to threaten the Earth as 
well while more focus was placed on 
Mario and Luigi's relationship. 
Another rewrite went for a more 
Ghostbusters-styled mixture of sci-fi 
and comedy with a sleazier Mario 
before the casting of Hoskins made 
them reconsider. This draft gave rise 
to Dinohattan, which featured more 
game references. The husband-wife 
duo of Rocky Morton and Annabel 
Jankel (Max Headroom) had been 
brought in to direct, opting to start 
from scratch and skew towards some- 
thing more adult-oriented. This led to 
Bennett and Runté being replaced by 
British screenwriters Dick Clement 
and lan la Frenais (Flushed Away, 
Across the Universe), who presented 
two more "adult" takes likened to Die 


Hard and Mad Max, the latter for its 
desert death races, wry British politi- 
cal satire, and hedonistic behavior. 
This mix led Bob Hoskins, Dennis 
Hopper and Fiona Shaw to sign on – 
before having a rude awakening when 
they finally arrived on the set. Before 
that took place, however, writers Ed 
Solomon and Ryan Rowe (Men in 
Black, Charlie's Angels) were brought 
on at the behest of the producers, 
Roland Joffé and Jake Eberts, to 
attempt to salvage the film into some- 
thing more like a sci-fi/romance from 
Disney. This happened behind Morton 
and Jankel's backs, however, leading 
to later friction during the production; 
the final version would see the duo 
constantly rewriting scenes from a 
"final" version put together by 
Solomon and a returning duo of 
Bennett and Runté, enough that 
Dennis Hopper would go on to com- 
pletely chew out the directors on-set. 


THE ORIGINAL RUN 


Filmed from May 6th to July 27th, 1992, the Super Mario Bros. movie had an estimated budget of $42,000,000. When 
it opened in over 2,000 theaters, however, it only brought in $8,532,623 in its opening weekend, where it debuted at 
#4. It ultimately failed to even break even, only bringing in a gross of $20,915,465 in the USA (according to Box Office 
Mojo). Some credit for the financial flop could probably be attributed to the other big dinosaur-themed movie which 
opened just two weeks later. You may have heard of it — Jurassic Park. 

Promotion for the Mario movie encompassed ad spots on E! and Entertainment Tonight, and while there was a 
wide range of merchandise produced for the film, actual tie-ins were few and far between. (Though some evidence of 
rare promotions in KFC's Colonel's Kids meals (a set of puzzles) and 7-Eleven Slurpee cups has surfaced recently.) 
Naturally, Nintendo did what they could to promote the film in Nintendo Power magazine, as well as their CES and 
Spaceworld booths — even associating it with the Super Scope peripheral in Japan. None of the effort ended up being 
enough to truly boost ticket sales, though. Super Mario Bros. debuted in theaters on May 28, 1993, one of the first 
films to kick off that year’s summer blockbuster season - but by the end of that summer, it had just been swept aside. 
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THE FILM 


The Super Mario Bros. movie is something ofa 
historical footnote, as it's the first time a video 

ame — an actual, honest-to-goodness video game ж 
- had been adapted for a major Hollywood motion 
picture, rather than a movie that was about video 
games (The Wizard), or a movie about a made- 
up video game (Tron, The Last Starfighter). The 
significance of this didn’t seem to phase directors 
Rocky Morton and Annabel Jankel, though, who 
were reportedly determined to create the movie 
they wanted to make, regardless of prior associa- 
tions. Even so, others worked to keep some sem- 
blance of the film’s source material intact, 
ultimately resulting in the film we know today. 


After all of the changes, rewrites and 
differences of opinion along the way, 
here's a recap of what the final film 
actually became. Two brothers from 
Brooklyn, Mario Mario and his younger 
brother, Luigi, are plumbers having a 
difficult time making ends meet. They 
encounter Daisy, an archaeological 
student working at a nearby dig site, 
and it's love at first sight for Luigi. 
Following their first date, two 
henchmen kidnap Daisy and take her 
to Dinohattan, a barren alternate 
dimension split off when a meteorite 
struck the Earth millions of years ago. 
There, dinosaurs evolved to reach a 
human-like state instead of mammals 
- and the tyrannical dictator Koopa 
hopes to use Daisy and the fragment 
of the meteorite she wears as a 
necklace to merge the two dimensions 
once more and allow his army to take 
over Earth. It’s up to Mario and Luigi 
to rescue Daisy, find "the rock," and 
stop Koopa before it's too late. 
People are quick to dismiss the 
movie as being completely unlike the 
games, though to do so would be an 
injustice to all of the small touches 
crew members such as writer Parker 
Bennett worked to incorporate in spite 
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of the directors' near-complete disre- 
gard for the material. As he told SMB: 
The Movie Archive, "I think everybody 

who took on the script sort of had it in TH Е М Е РС НАМ D | S E 
the back of their minds, 'We can’t just 
ignore the fact that it’s based on this Though the film wasn’t the box-office smash that some of those 


video game. We have to keep elements backing it might have hoped for, there was nonetheless an impressive 
from the video вате"... it's like, | amount of merchandise for it. In addition to a set of six action figures 


wanted to have the references to the (and two giant-sized figures), there was a vehicle based on the shovel- 
game, but in a way that was periph- mounted police cars and a playset based on the infamous Devo 
eral, like this is the reality and the ... Chamber, complete with an exclusive Goomba figure and Bullet Bill-like 


game created this weird fantasy missiles. Those who wanted to be the Brothers could reenact the 

version of that reality." climax of the movie with a role-play version of the Devo Gun, complete 
As aresult, there are numerous with electronic shooting sounds (note: Devo Gun not compatible with 

nods to the games throughout the Super Scope games). Or, when the movie went to video, fans could 


final product, though some are often equip themselves with one of the plumbers’ favored sidearms - an 
overlooked on a first viewing. Perhaps actual plunger, complete with Super Mario Bros. movie branding. 
the greatest of these was the final Numerous other common tie-in items were available as well: T-shirts, 
battle between Mario and Koopa, lunchboxes, soundtracks, story and coloring books (with some rather 
which followed the standard seen in bizarre pictures), novelizations, trading cards and stickers, birthday 
many a Mario game before and since party fare, pins, collectors cups, souvenir magazines, posters, pogs, 
by having the two duke it out ona and, of course, walkie-talkies - because what media property didn't 
bridge; the original intent was to have have its own walkie-talkie back in the 90s? Oh, and a few DVD and 
the encounter take place on the VHS releases along the way, too. You can get a glimpse of everything 
Brooklyn Bridge, but the budget was available in the photo below, courtesy of Ryan Hoss, or see more of it 
already in the red by the time filming in greater detail at Super Mario Bros.: The Movie Archive! 

got that point. Additionally, it’s no 
coincidence that Koopa finds himself 
in a bucket similar to the Clown Car 
from Super Mario World during the 
battle. 
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THE RECEPTION 


When the film was released theatrically, critics — for the most 
part - did not care for what they saw. The late duo of Gene 
Siskel and Roger Ebert gave the film “two thumbs down,” 
naming it as one of the worst films of 1993. But while most 
reviews were negative (the film currently holding a 13% 
among critics on film aggregator website Rotten Tomatoes), 
some Be also come forth with praise. Hal Hinson of the 
Washington Post praised the films spirit and even provided 
the home video box quote "In short, its a blast, while Janet 
Maslin of The New York Times gave it 3/5, but noted that it 
"doesn't have the jaunty hop-and-zap spirit of the Nintendo 
video game from which it takes - ahem - its inspiration.” 
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THE FANS’ RE-EDIT 


Though the movie has its detractors, even some of its fans think that a 
few tweaks could go a long way towards improving the experience. 
Enter Gary Guillot, a.k.a. "Happy Russia" on SMB: The Movie Archive’s 
forums, who took up the task as a labor of love and created "New! 
Super Mario Bros.," a 20th anniversary fan-edit of the movie featuring 
higher visual quality; the editing, streamlining, and reintegration of 
many scenes; and the subtle application of numerous tunes and sound 
effects from the classic games. According to SMB: TMA Editor-in-Chief 
Steven Applebaum, "this is the definitive cut of the film. [The] changes 
are often subtle, but they do much for repositioning the pacing and 
tone of the film in a way that makes it a much more enjoyable watch. 
... Now we can focus on the fun of the adventure." 
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Similarly, most moviegoers who went 
to see it gave it a cold reception, be 
they fans of the games or even family 
of those who worked on it. "[Mly own 
mother came up to me after the 
screening and said it was the worst 
movie she'd ever seen," said co-writer 
Parker Bennett in an interview, laugh- 
ingly admitting that "it's not a great 
movie." 

However, one might argue that 
while panned in its own time, there is 
more to appreciate about the film 20 
years later. Many franchises with long, 
storied histories have their eccentric 
curiosities, and Mario is no different. 
More than anything, it's a product of 
its time, a curio which makes the 
greater tapestry of Mario's history all 
the more interesting. Where Batman 
has Adam West and the Joel 
Schumacher films, where the Teenage 
Mutant Ninja Turtles had Next 
Mutation, and so on, Super Mario 
Bros. has this movie. 

One aspect where it stands as a 
representative of its time is the 
slightly darker, edgier feel it has over 
its more light-hearted source material, 
sort of like the Mario equivalent of the 
Saturday morning Sonic the Hedgehog 
cartoon (albeit without the same rabid 
fanbase). In fact, a lot of parallels 
could be drawn between those two as 
they diverge from their source 
material. That said, the movie 
presents an interesting alternate take 
on what we see in the games - some 
sources have positioned it as a 
prequel, while Bennett gives it a 
metatextual form, stating that "if 
Koopa were trying to create - you 
know, in his propaganda - the ideal- 
ized version of his world as a game, it 
would be Super Mario Bros. That was 
sort of the backwards thought." 

Moreover, the film stands in some 
ways as the epitome of old-school 
Mario. Before Nintendo settled on a 
more centralized portrayal of the 
character and his world, many styles 
and ideas flowed around the fran- 
chise, something particularly evident 
in the various art used in licensing and 


and even on the Japanese box art of 
the original game. Moreover, prior to 
Charles Martinet taking up the role as 
we know it today with a high-pitched 
Italian accent, portrayals of the 
brothers focused on Brooklyn roots, 
accents (gruffer in Mario's case, as it 
often tended to be) and all, which the 
film embraces wholeheartedly as the 
pair are thrown from their familiar 
New York surroundings into a world 
completely unlike anything they know. 
Today's Mario, following Yoshi's Island, 
has them as natives of the Mushroom 
Kingdom, changing the dynamic con- 
siderably. There was also a stronger 
emphasis on their role as plumbers, 
only occasionally referenced in more 
modern Mario games, yet a key aspect 
of their characters back then. 

This is helped by the performances 
put in as well, thanks to the talent of 
the actors involved. For the way the 
role was written, Bob Hoskins makes a 
great Mario, and you get a real sense 
of brotherly love and camaraderie 
from his interactions with John 
Leguizamo's Luigi. Samanta Mathis, 
who pulls double-duty representing 
both Mushroom monarch Peach and 
Luigi's love interest Daisy in the film, 
manages to convey a stronger charac- 
ter than people might be used to 
seeing in many of the games today. 
(The movie is also able to lend a 
greater sense of purpose than simply 
baking cakes to why Koopa wants her.) 
Hopper is in full form as he fills the 
role of a 90s villain, offering а few 
grin-worthy lines along the way (such 
as smugly responding to Luigi's 
threats with "I'll meet you on the play- 
ground after school."). And thanks to 
the loose handling of the directors, 
Fisher Stevens and Richard Edson 
showed some great improvisation in 
their otherwise limited roles as Iggy 
and Spike. 

Perhaps Super Mario Bros. isn't a 
great film, but it is a fun one. It may 
not be the Mario film we were hoping 
for, but the landscape of the franchise 
would be far less interesting without it 
and what it represents. 


THE LEGACY 


Super Mario Bros. pioneered movie adaptations 
of video games, and many have come since. From 
Street Fighter to Tomb Raider to Prince of Persia, 
many have tried to recapture the magic of their 
digital inspiration on the silver screen, but few 
have succeeded — with some even surpassing 
Super Mario Bros. in their shortcomings. 


Though Super Mario Bros. was harshly 
received upon its initial release and 
has frequently been hailed as one of 
worst video game movies of all time, 
many have warmed up to it over the 
years. It’s managed to grow a small 
but dedicated cult following; some 
have come to appreciate the movie 
because it’s so bad, while others 
derive a more sincere enjoyment from 
it. Younger audiences who are familiar 
with the games are often surprised to 
learn that there ever was a Mario 
movie, and enjoy it more as a bizarre 
novelty, rather than as a slight against 
the source material. 

More recently, the folks at Super 
Mario Bros.: The Movie Archive have 
effectively become the curators for 
anything and everything anyone could 


want to know about the movie (as evi- 
denced throughout this article), from 
interviews with the cast and crew to 
rare videos and trailers, production 
materials, hidden game references 
and Easter eggs, memorabilia preser- 
vation and more. In their forums, fans 
have come together with other like- 
minded individuals who share their 
affinity for the film, and have gone so 
far as to create their own fan art, fan 
edits, and even various self-fashioned 
sequels to the movie in various 
mediums. 

To that end, the Movie Archive folks 
have also begun joining forces with 
various theaters across the United 
States to bring Super Mario Bros. back 
to the big screen for limited engage- 
ments. Venues such as the NuArt in 


Los Angeles, Esquire Theatre in 
Denver and the Sunshine Cinema in 
New York have hosted screenings 
throughout the past year, with the 
NuArt holding another special screen- 
ing to coincide with the actual 20th 
anniversary of the movie. In addition 
to running an original 35mm print of 
the film, screenwriter Parker Bennett 
and production designer David L. 
Snyder will be answering questions 
from fans in their own Q&A panel. 
Additionally, they’re hoping to get 
Disney to consider a 20th anniversary 
release, or at least bring the movie to 
Blu-ray. While there’s been no sign of 
this happening yet, the movie will see 
its first-ever DVD release in Japan on 
August 7th under the title "Super 
Mario Bros.: Goddess of the Demon 
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World," complete with Stereo Dolby 
Digital audio and a trailer for the film. 
The press release for the DVD, 
however, does say that a Blu-ray 
release is "definitely" not coming any 
time soon. So fingers will have to 
remain crossed! 

There’s no telling whether or not 
Mario and Luigi will ever see another 
adventure together on the big screen, 
but while Nintendo may prefer to 
forget that the film ever existed, they 
don’t seem entirely opposed to seeing 
their characters in theaters again in 
the right context - Disney's recent 
animated feature Wreck-It Ralph not 
only had mentions of Mario, but King 
Koopa himself featured in a prominent 
cameo. (And rumors say Mario will 
show up himself for the sequel.) 


BOB HOSKINS 


Bob Hoskins, who played Mario, has 
become known as one of the film's most 
vocal critics, telling The Guardian in 2007 
that the production was "a nightmare" 
and "the worst thing | ever did" (though 
he reportedly enjoyed himself when the 
cameras weren't rolling). His son, Jack, 
stated recently that he's offended when 
it's called the "worst video game movie 
of all time," though he appreciates the 
sentiment, adding, "I believe my father 
was truly awesome as Mario himself, but 
I’m very sorry to hear of the fact that he 
didn't enjoy the experience of it." 


JOHN LEGUIZAMO 


Since taking on the role of Luigi, John 
Leguizamo has gone on to be featured in 
such films as Spawn and the Ice Age 
series. In his 2007 autobiography, he 
lamented his time working on the film, 
though he did enjoy the company. "At 
least there was Samantha (Mathis). And 
Bob (Hoskins). And Bob's scotch." He 
Seems to have warmed to it more 
recently, being receptive to attending 
one of Super Mario Bros.: The Movie 
Archive's screenings and noting that his 
kids "love it," and even have his action 
figures from the toy line. 


DENNIS HOPPER 


The late Dennis Hopper played Koopa, 
and he ironically also became one of the 
movie's most-quoted critics. He once 
recalled his seven-year-old son asking 
why he chose to do it. "So you can have 
shoes," he famously replied, to which his 
son said, "Dad, I don't need shoes that 
bad." Originally scheduled to be on set 
for five weeks and instead having to stay 
17, Hopper made the most of his time by 
buying buildings near the Wilmington 
location, turning one into an art studio 
where he took up painting. Dennis 
Hopper passed away in 2010. He was 74. 
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NEVER-BEFORE-SEEN PRE-PRODUCTION ART! 


Before turning into a science fiction tale full of dinosaur people, the Super Mario Bros. movie was originally going to hew much closer to its more 
fantastic video game roots. However, no one outside of the most privileged sets of eyes has ever seen the original visual direction the film was 
going to take. That is, until now! Before your eyes is a one-of-a-kind, first-ever look at the original concepts and design sketches envisioned for 
bringing the Super Mario Bros. to the big screen. These come from the Alterian special effects group, courtesy of Steven Applebaum of Super 
Mario Bros.: The Movie Archive, and show different interpretations of how such characters as Toad, the Goombas, the Koopa Troopas and Yoshi 
might have appeared had directors Morton and Janken not tried to shift things towards a more “adult” science-fiction experience. Also, be sure 
to check out the concepts for King Bowser Koopa, including one designed specifically for when they had eyes on none other than Arnold 
Schwarzenegger to play the tyrannical turtle king — before going with an eyebrow-less Dennis Hopper in a suit as “President Koopa.” 


KOOPA 
TROOPAS 
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^g | CHANGE OF SCENERY 


When the minds behind Max Headroom took over the run of the film, they not only 
changed how the characters would appear, but the entire dynamic of the film — 
including its setting. Before it took place in a parallel world consisting of a vast desert 
surrounding the neon-electric city called Dinohattan, the world Mario and Luigi 
ventured into to rescue the Princess from Koopa's dastardly clutches was considerably 
different. Looking like a fusion of elements that characterized such fantasy landscapes 
TOADSTOO LS as Wonderland or Oz, the Mushroom Kingdom of the movie's earliest drafts hewed 
о Q much closer to the world of hills, pipes and floating blocks players were familiar with 
P) from the games. These are but two of numerous images to come from the files of Sean 
ө Ө, Haworth's production design and art direction. Above, the Yellow Brick Road of The 
620” edt Wizard of Oz is called to mind as the brothers stroll along a checkerboard pathway. 
Below, we get to see designs from a castle with a bizarre architecture which would 
i have used forced perspective as a practical effect, making the hallways appear to 
Б M n go on for miles. Even fans of the movie as it ended up would have to admit that this 
2 version would have been a sight to see! 


THWOMP 


aS TET 
INNARIOBROS. 


THE MOVIE ARCHIVE 


Special thanks to Super Mario Bros.: The Movie Archive for their incredible assistance in 
creating this feature. Visit them at SMBmovie.com for even more insight into the film! б 
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KONG VS. KONG 


Remembering the clash that first brought movies and games together - 


IT'S EASY TO know when to look back on the games and movies of yesteryear – 
their original release dates are natural anniversary markers, which is why we 
picked this issue to host a retrospective on the Super Mario Bros. film (turning 
20 as of May 28 this year). Things get more complicated when you try to set a 
firm date on something as long, drawn-out and nebulous as a landmark court 
case, though - but if you were to rewind time a full three decades from today, 
you'd arrive back at a point in 1983 when Universal City Studios, Inc. v. Nintendo 
Co., Ltd. was right in the thick of things. 

It's a tale you may have heard told before. Nintendo launched Donkey Kong 
into American arcades in August of 1981, and it was a huge success - like Space 
Invaders and Pac-Man before it, it pulled in so many quarters that Nintendo was 
immediately put on the map as a new game maker to watch. The company then 
wasted no time capitalizing on that success, as they quickly sought to license out 
the Donkey Kong game for home console ports, and the Donkey Kong name for 
all manner of other toys and tie-in products. 

Universal Studios, the film-making giant, caught wind of this success in 1982 
and moved to sue. Their contention was that Donkey Kong – which told the story 
of a giant ape kidnapping a woman and carrying her to the top of a construction 
site - was too similar to their King Kong, the classic film about a giant ape who 
kidnapped a woman and carried her to the top of the Empire State Building. The 
similarities are there, certainly, and Universal's lawyers quickly put pressure on 
both Nintendo and all the other companies Nintendo had licensed DK's likeness 
too to cease, desist and basically fork over all their cash. 

Nintendo wasn't frightened in the least. Howard Lincoln, the company's legal 
counsel (who'd later go on to become President of NOA), had cleverly included 
language in the Donkey Kong licensing agreements that absolved the Big N from 
any legal responsibility in the arrangements. He knew that Universal's case was 
athin one, and he was happy to go to court against them. 

What's more, when the case did go before a judge, Nintendo successfully 
argued that Universal didn't even hold the rights to King Kong themselves. The 
1933 original film had fallen into the public domain, and Universal themselves 
had actually proven that in a prior court case. Nintendo won, and Universal was 
embarrassed. Appeals kept the case active until 1985, but the verdict stood. 

Nintendo's David-vs.-Goliath success strengthened the young company and 
solidified D.K. himself — and that's always worth a look back. - LUCAS 
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in the courtroom. 


Nintendo's victory against Universal Studios is ironically counter-balanced, 
though, by a loss in another 1983 legal battle centered on Donkey Kong. The 
specifics of that case have never been fully disclosed, but the company that was 
contracted to program the game, Ikegami Tsushinki, sued Nintendo for trying to 
reverse-engineer their work. Nintendo may still not have the original source code 
to this day, which could be why we've never seen an arcade-perfect re-release. 


STAR WARS 


MAY 25, 1977 - EPISODE IV: ANEW HOPE 


What better place to start looking back on notable movie-to-game 
adaptations than with Star Wars, a film property that has become so 
large that it’s transcended its roots in cinema - Star Wars is all- 
encompassing now, reaching into movies, TV, books, comics ... and, of 
course, video games. Star Wars games are their own separate piece of 
the overall franchise now, with several sub-franchises contained in it. 
But that’s the state of things today. Decades ago, the earliest Star 
Wars games were just like any other movie-to-game conversions - 
often kind of terrible, and frequently taking a lot of creative liberty 
with the source material. Namco’s 1987 Star Wars from the Famicom 
is a prime example - it mostly adapted the events of the original film, 
but things got wackily video-gamey when Luke encountered Darth 


INDIANA JONES 


THEATRICAL RELEASE: JUNE 12, 1981 
- RAIDERS OF THE LOST ARK 


Indiana Jones-the new hero 
S and STAR WARS. 


As the sister series to Star Wars, you'd ucc Eur 


expect that the movie-to-game 
history of the Indiana Jones franchise 
would follow a similar path — but 
there's rarely been much common 
ground between the two. The SNES 
saw the closest connection between 
the properties, as Indiana Jones’ 
Greatest Adventures was essentially a 
fourth Super Star Wars – it brought 
together moments from the first three 
Indy films and made them playable, 
like the classic being-chased-by-a- 
boulder sequence from Raiders of the 
Lost Ark. Indy's influence on gaming 
has been most felt in games not 
actually bearing his brand, though – 
the Tomb Raider and Uncharted series = "AX 
are probably the best "Indy" games m] f Ll ; 
out there. (Though those aren’t on 
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Nintendo systems, mostly.) - LUCAS Fare ^ "E. 


Vader and he suddenly transformed into a scorpion. 
(That must have been a deleted scene in the film, right?) 
American audiences never got that game, but we did enjoy 
the Super Star Wars series on the 16-bit SNES a few years later. 
Those stayed a bit more true to the movies, but pushed a ton of 


extra action and huge boss creatures into every possible scene to 
make things all the more over-the-top and explosive - so Luke didn't = A қ 
just train with Yoda оп Dagobah by Force-lifting rocks, he instead had № " 
to cut down three-story-tall swamp creatures. 1 & 

By the time the Nintendo 64 rolled around, though, the Star Wars N 


brand had settled down a bit and the games began to portray a more 
accurate picture of what had become an established canon for the 
films, books and other media. Standouts include the incredible Rogue 
Squadron titles and Star Wars: Episode I Racer, a game that adapted 
the pod-racing sequence from the first prequel movie and was more 
fun to play than that movie was to watch. - LUCAS 


WILLOW 


THEATRICAL RELEASE: MAY 20, 1988 


Willow is a surprisingly fun action-adventure title. As the player guides 
the titular hero through an assortment of fantasy environments, the 
game's catchy music, striking visuals and relatively advanced combat 
keep things interesting and varied. There's also equipment to find, 
levels to gain, people to meet, and a potpourri of magic abilities to 
acquire, all of which tend to give the game a Secret of Mana kind of 
feel. While Willow's numerous dungeons can get too maze-like and the 
password system is annoying, this early adventure still delivers great 
times with its little hero. Recommended for Zelda fans! - MATTHEW 
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WHO FRAMED 


ROGER RABBIT 


THEATRICAL RELEASE: JUNE 22, 1988 


Who Framed Roger Rabbit is a movie beloved by millions for its innova- 

tion and lasting legacy. With so many movie licenses raking in cash on 

the NES, it’s no wonder that Disney’s mixed media gem from 1988 got T L K 

an NES game the following year. The game was published by the H E | Q N | N G 
infamous LJN Toys Inc. – a company known for botching licenses in the JUNE15, 1994 


NES days - and it was a massive disappointment. Players may have 
expected to play as Roger Rabbit, but instead they assumed the role of Disney's The Lion King was an unforgettable animated film that blended humor 


Eddie Valiant, searching for clues inside buildings, caves and map and emotion with some of the best musical numbers in Disney history. 1994 
screens. Occasionally, Roger would get caught by the weasels, and was a memorable year for film with movies such as Forrest Gump, The Mask, 
Valiant had to solve a riddle to free him. Characters from the film are Speed, Dumb and Dumber and Pulp Fiction, but none of those films grossed 
recognizable, but the gameplay is slow, boring and uninspired. It's more revenue at the box office than The Lion King. The film followed the 
notable today for its in-game phone number that players could actually journey of a young lion named Simba who's next in line to take his father's 
call for tips, its poor control and its crazily hard final boss. - BRETT place as king. Simba's Uncle Scar grows jealous, though, and creates a plan to 
trick Simba into thinking he killed his father. Ridden with guilt, Simba runs away 
"T ini from his responsibilities into exile to escape from his past. It was a gripping 
Deer story – and the game let you relive it, scene by scene. 
A side-scrolling platformer developed and published by Virgin Interactive, 

The Lion King on SNES followed the film's story closely. The first few levels put 
players in control of Simba as a small cub - rolling, pouncing and working on 
his roar. Each stage adapted a different recognizable scene from the film, with 
the second level having you re-live the "I Just Can't Wait to be King" musical 
performance in interactive form — you got tossed around by monkeys and rode 
ostriches through obstacles. Another level involved exploring the elephant 
graveyard, where young Simba is under attack by hyenas and vultures. Then 
later, in the "Hanuka Matata" level, Simba had to climb logs falling from a 
waterfall without drowning. 

It was all fairly similar side-scrolling until the "Stampede" stage – in it, the 
camera swung to a different position, pointing at Simba's face, as he ran for his 
life trying to avoid a herd of rampaging wildebeests. It was a technically 
impressive moment for the SNES, as the creatures first appeared in the 
distance and then charged toward you and the camera. 

Assuming you survived the Stampede (perhaps the hardest level in the 
game), you'd then progress and transform into adult Simba. Your abilities 
changed to reflect his increased power, as 
Simba could slash, maul, and throw around 


enemies. (And he got his roar down cold.) (f m. 
THEATRICAL RELEASE: DECEMBER 11, 1991 ОМЕР Е EENE, ERED UO eT ет» | - 
— conversions have failed spectacularly in 9 | 
Hook is definitely a film that stuck in е? ü their attempts to directly adapt the events p» 
the heads of '905 kids, thanks to its ike a of their associated films. The Lion King, 
unique take on the Peter Pan story - BE S though, excelled at doing just that. And 
we'd all heard a million times over. Of P. 22 | 4 it’s deservedly gone down as a game nearly 
course it had to have a game! Hook 4 2. х + i as unforgettable as the film itself. - EMILY 
for the SNES was created by Ukiyotei Ш>? oe 4 
and saw release in 1992. (This was a 4 
couple years before the Sony & = e : жалдан 
PlayStation debuted, which explains , ; E j А 1 ы | 
why Sony Imagesoft published the È 3 йы, 77 | 


title!) Even stranger, we still lived іп | 2. Cn WILLS ROBES HOSKINS 
an age where movie-to-game adapta- 

tions could be off respectable quality! 

A mix of beautiful graphics and a 

soaring soundtrack really helped to 

push Hook’s platforming elements to 

a higher level. It’s always fun playing 

as Peter Pan, but when you have the 

luscious loops of the SNES’ sound 

capabilities accompanying you, the | , 
adventure becomes that much more JU ^ s ЕЗ 
memorable. - KEVIN C. - =) : = 2 
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SWEET HOME 


THEATRICAL RELEASE: JANUARY 21, 1989 (IN JAPAN) 


Though the original Resident Evil was not the first survival horror 
game, it was a landmark title that elevated the genre into mainstream 
popularity. Of the many sources of inspiration that paved its path to 
success, none were as influential as Capcom’s Sweet Home, released 
exclusively for the Famicom in 1989. If not for Sweet Home, Resident 
Evil may never have existed! It was based on an admittedly average 
Japanese horror film released that same year, but wound up being far 
more ambitious and revolutionary than its namesake. The game 
combines elements of both the adventure and RPG genres – one 


LITTLE NEMO 


THEATRICAL RELEASE: JULY 15, 1989 (IN JAPAN) 


Capcom's Little Nemo: The Dream Master curiously arrived in America 
two years before the U.S. release of Little Nemo: Adventures in 
Slumberland, the animated film upon which it was based. And since 
children of the day were unlikely to be aware of Winsor McCay’s 
original Little Nemo comic strip from the early 20th century, they were 
able to approach Nemo's 8-bit outing free of preconceptions. Not that 
it had anything to hide, as The Dream Master is fondly remembered for 
its firm challenge and cast of animal friends that Nemo could ride - or 
wear like suits! – to gain new abilities. - TONY 


one minute you’re picking up seem- 
ingly useless objects to be used in 
later puzzles, the next you’re engaged 
in a turn-based battle against the 
mansion’s ghastly denizens. Each of 
your five party members possesses a 
unique skill to aid in exploration, 
while scattered journal entries deliver 
history and lore piece by piece. Most 
surprisingly, progress can be saved 
anywhere and character death is per- 
manent, rare features for a console 
game from the '80s. - TONY 
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“Terrific” — mmm 
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GHOSTBUSTERS 


JUNE 7,1984 


SINCE ITS DEBUT, Ghostbusters has always had a strong cult following. It's no surprise that the industry 
would want to capitalize on this film classic, but the early games largely disappointed fans. The first NES game 
was actually a port of Activision's effort for home PCs in 1984, with worse graphics and added difficulty. There 
are two versions of Ghostbusters II that were made for the system, but North America only saw опе. Activision's 
version (developed by Kemco) had players control a single Ghostbuster in sidescrolling action, drive the iconic 
Ecto-1 and guide the Statue of Liberty through Manhattan to reach the final battle against Vigo, 
where all four Ghostbusters are controlled. HAL Laboratories' version, called New Ghostbusters 2, 
was released in Japan and Europe. It featured selectable characters, cute graphics, solid game- 
play and more locations from the movie. The Sega Genesis even saw a Ghostbusters sidescrolling 
game published by Sega - that one had an original plot, but still used recognizable characters. 

In 2009, the boys in gray were resurrected in a brand new game with an extensive script voiced by the 
original actors, and it was essentially touted as a production made in lieu of a third film. There were three 
versions of the game, and all played differently. The Wii version, by RedFly Studios, included third-person 
shooting action with more stylized likenesses than the other versions developed by Terminal Reality. The plot is 
engaging, the locations are interesting and the gameplay is robust. The Wii Remote was utilized as the particle 
thrower, along with several new gadgets, allowing for further immersion in your role as a rookie Ghostbuster. It 
even featured different boss battles and, at times, dialogue. The DS had a different version made by Zen 
Studios, but the Wii edition won out overall with its humor and style. It just made bustin' feel good! - BRETT 


BATMAN 


JUNE 23, 1989 


Sunsoft’s Batman for the NES is something of a legend 
in video gaming. Prior to its release, there had been 
other movie-based video games, but how many of them 
were really good? This 8-bit take on Tim Burton’s major 
motion picture starring Michael Keaton and Jack 
Nicholson managed to elevate the bar, at least for a 
little while, earning it the honor of not only being on 
the cover of the January/February 1990 issue of 
Nintendo Power, but also being the first movie-based 
title featured there (though certainly not the last). 

The game follows a rather loose version of the film’s 
events, with a rather purple version of the Caped 
Crusader running through such familiar locations as the 
streets of Gotham, the Axis Chemical Plant and the 
towering cathedral from the final act, as well as newly- 
added locations like factories and sewers. Cutscenes - 
still a fairly new thing at the time – helped move the 
story along, though these had been changed during 
development. It was originally drawn with a graphic 
style meant to more closely evoke the look of such 
comics as Batman: The Killing Joke, with some panels 
even being lifted directly from the comic's pages. 
Instead, the decision was made to go with a look which 
more closely represented the film. 


GOLDENEYE 


THEATRICAL RELEASE: NOVEMBER 13, 1995 


As a team of long-time Nintendo fans, 
it would be an injustice for us to not 
pay appropriate homage to GoldenEye 
here in an article discussing movie-to- 
game conversions - the 1997 first- 
person shooter that Rare adapted 
from Pierce Brosnan's first turn as 
James Bond is the stuff of legend. It 
absolutely eclipsed its source material 
in popularity, as indeed its audience 
expanded to such a level that I'd 
wager tens of thousands of GoldenEye 
players never ever saw the movie it 
was based on. The reason it became 
so popular was its multiplayer - Rare 
re-defined competitive first-person 
shooting with GoldenEye's four-player 
split-screen deathmatches, setting a 
standard that all of the Call of Duty, 
Halo and other modern FPS series 
around the industry owe a debt of 
gratitude to. - LUCAS 


Sunsoft also made sure to take advantage of the 
license they held, filling the game with numerous foes 
from the Dark Knight's storied history who did not 
actually appear in the film themselves. Regular 
enemies based on the likes of the KGBeast, Deadshot 
and Maxie Zeus could be found populating stages along 
with various other mooks and machines, while Killer 
Moth, the Electrocutioner and Firebug were elevated to 
"boss" status. Interestingly enough, while the Joker 
serves as the giant gun-and-lightning-wielding final 
boss, this was not always going to be the 
case. Instead, the final encounter slot 
would have gone to Firebug, with the 


Clown Prince of Crime himself being s 

disposed of in one last cutscene. Lum 
Players also got to make use of € 

Batman's famed utility belt alongside Ew 


his flying fists, though only three 
weapons with limited ammunition were 
available: the famed Batarang, a 
speargun and dirks, which were 
shuriken-like blades which spread into 
three powerful projectiles. In addition, 
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Explosive Special Feature 


> Don't МЕТ 
Super Mario 3 
Shadowgate 
Double Dragon II 


b> Double Bonus! 
World of Nintendo 
Catalogue 
16-Page Tetris 
Tip Book 
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Batman would ascend to new heights 


with a wall-jump, well before the likes of 


gc 
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Ryu Hayabusa or Mario added it to their 
repertoires. - DAVID 
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BACK TO THE 
FUTURE, PART II 


THEATRICAL RELEASE: NOVEMBER 22, 1989 


LJN’s NES efforts to bring the story of Doc Brown and Marty McFly 
from the silver screen to the video game scene didn’t exactly fare very 
well, leaving a rather bitter taste in the mouths of those who wanted to 
go back in time. This feeling was further amplified when, years later, 
fans of the trilogy would learn that Japan actually got a pretty good 
exclusive tie-in in the form of Super Back to the Future Il. Though not a 
spectacular game, SBttFII was a remarkably decent platformer for the 
Super Famicom which put you in control of a chibi-style Marty McFly as 


you zip around Hill 


Valley circa 2015 on your 


prized hoverboard, 
attempting to thwart 
Griff Tannen and his 
cronies with good old 
hopping and bopping. 
It's far more cartoony 
than the movie, yet the 


game is all the better for 


it. - DAVID 
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CLASSIFIED INFORMATION 


THE KONAMI CODE, FOUND! 


What better way to kick off Classified Information in NF than with a classic like the Konami Code? What's 
more is that, until now, this information really has been classified — Contra 4 came out back in 2007, yet so 
far as we've been able to find, no one has ever managed to uncover this one ... at least, until Producer Tomm 
Hulett himself decided to step forward and offer it up to us. And no, this isn't the upgrade/death use of The 
Code you enter on the Pause screen; it's even better! In the Normal or Hard difficulty of Arcade Mode, before 
the chopper drops you in the first stage, enter "Up, Up, Down, Down, Left, Right, Left, Right" on the touch- 
screen, then B, A, and tap the center of the touchscreen to add 30 lives to your starting amount! For best 
results, use a stylus and press near the screen's edges for each direction. - DAVID 


HI SCORE 


1P SCORE 2P SCORE 


05 00 


5ТАСЕ 1. 


SKIP THE SPRINKLES 


Despite having little practical use in battle, the Magic 
Powder in Link’s Awakening is supposedly the sole 
weakness of the final boss Nightmare’s Giant Bot-like 
first form. However, there’s an alternative method 
that involves pointing out your sword as though pre- 
paring a spin attack, then maneuvering Link so that 
the Bot will jump and land just at the tip of the blade. 
If done properly, the Bot will enter its hit animation 
and take damage instead of dispersing like it 
normally would. Unlike other Link’s Awakening 
glitches, this one can be triggered in all versions of 
the original and the DX remake! - TONY 
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You could trace the history of video game cutscenes all the way back to = 
titles like Pac-Man and Donkey Kong, which rewarded arcade-goers in the — 
‹ Ра А EC [a 
early '80s with little bits of story for successful play. Storytelling in games 
took a much more significant leap forward later in that decade, though, with mmm 
the help of adventures like Ninja Gaiden - it embraced the style of the — 
movies to tell its tale of revenge with bold, cinematic cutscenes umma 
[ ---- 
that played between each stage. Many of those moments F = 
were memorable, but none is remembered as more iconic " — 
NIN IDEN а . . ao " 

NES es than the game's opening sequence, which depicts two ninjas di ipe- — 
meeting in a field of grass at midnight, running at each other, - ыы. песенна 
leaping into the air and attempting to strike each other down. : 

It was an incredible scene that set the stage both for Ryu + = 
9 2. = 

Hayabusa’s first quest and set an example for all games hoping to J 

tell film-quality stories in the future. - LUCAS p 


NINTENDO WOULD NOT be the 
software powerhouse it is today 
without Donkey Kong. Not only did the 
1981 arcade classic help lay the foun- 
dation for the platforming genre, it 
also gave birth to Mario, who is now 
one of the most beloved gaming icons 
the world over. 

But what of the titular gorilla? DK's 
star may not shine as brightly as the 
red-capped everyman’s, but his role in 
Nintendo’s history cannot be over- 
stated. From the continued legacy of 
his arcade origins to his island esca- 
pades with the extended Kong Klan, 
his games have offered a breadth of 
accessible challenges and white- 
knuckle adventures. 

The original Donkey Kong told the 
tale of the carpenter Mario (a.k.a. 
"Jumpman"), his misbehaving pet 
Donkey Kong and the damsel in 
distress Pauline (a.k.a. "Lady"), a love 
triangle that directly paralleled the 
tumultuous relationships in Popeye 
and King Kong. Only Pac-Man before it 
placed such emphasis on defined, rec- 
ognizable characters, adding a thin 
layer of narrative depth below the 
score attack gameplay. 

Which isn’t to say that the game 
itself wasn’t deep. Before Mario 
became the gravity-defying acrobat 
he’s known as today, his skillset was 
very grounded in reality - he could 
only perform short hops over narrow 
gaps, and falls of more than a few 
virtual feet would kill him. Combined 
with the thrill of scaling construction 
girders and dodging DK's iconic 
barrels, these elements resulted in a 
quarter-munching phenomenon. 

Donkey Kong remains a popular 
target for high score hunters to this 
day - it was even the focus of the 
2007 documentary The King of Kong: 
A Fistful of Quarters. As Nintendo's 
first big breakout hit in America, 
leading the charge for the company's 
international expansion, Donkey Kong 
sits comfortably amongst the most 
influential video games of all time. 

This success was followed by 


N 


Nintendo 


Donkey Kong Jr., which flipped the 
script by casting Mario as the villain 
and DK as his hapless captive, leaving 
DK's son to be the hero. Junior’s abili- 
ties were nearly identical to Mario's, 
except that he could also climb vines 
one or two at a time, affecting his rate 
of ascent and descent. Afterward 
came Donkey Kong 3, a strange depar- 
ture that replaced Mario with Stanley 
the Bugman and the platforming with 
insect-repelling, shoot 'em up action. 

The next major series evolution 
would actually appear on the Game 
Boy in 1994. Though the simply titled 
Donkey Kong seemed like your basic 
handheld port at first, the four 
remade arcade levels were but the 
prologue to a grand adventure 
spanning 101 stages total. Gameplay 
took on a light puzzle spin, as Mario 
had to navigate an assortment of 
hazards to collect Pauline's lost acces- 
sories, obtain a key then reach a 
locked exit door. And at the end of 
each world, Mario would directly 
confront the ape in a barrel-chucking 
boss battle. 

Donkey Kong GB incorporated 
elements from both the original game 
and Jr. - Donkey Kong 3 was quietly 
disregarded – while introducing a new 
suite of techniques for our hero. More 
limber and athletic than ever before, 
Mario could execute handstands, 
backflips and high wire dismounts that 
would shame an Olympic gymnast. 
These talents gave players enough 
flexibility to discover shortcuts 
through levels to shave seconds off 
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the clock. You could even say Mario's 
expanded repertoire hinted towards 
the robust playstyle that would later 
manifest in Super Mario 64. 

Mario's co-stars likewise received 
welcome updates. Pauline was rede- 
signed to be a brunette with a bomb- 
shell physique to avoid comparisons 
with Princess Peach, while DK donned 
the classy red necktie that would 
become his signature attire. 

Over the next decade, DK 
embarked on his own spin-offs free 
from Mario's spotlight-stealing 
presence. The arcade revival would 
then kick off on the Game Boy 
Advance with Mario vs. Donkey Kong. 
It adhered closely to the key-finding, 
handstand-popping platforming 
formula of its GB predecessor, save for 
the introduction of the Minis, wind-up 
doll counterparts to the principle cast 
that Mario would have to lead along 
like the Pied Piper once per world. 
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For Mario vs. Donkey Kong 2: March 
of the Minis on the DS, Nintendo chose 
to expand the Minis’ role, resulting in 
gameplay not unlike that of the PC 
puzzler Lemmings. Using the stylus, 
players drew bridges and planted 
objects along the Minis’ path as they 
marched automatically across the 
screen. Some players were initially put 
off by this new direction, but those 
who gave March of the Minis and its 
two sequels a chance were greeted by 
a much more relaxed pace that 
rewarded strategy and planning. 

This month, the 3DS eShop 
welcomes Mario and Donkey Kong: 
Minis on the Move. Bucking tradition a 
second time, it requires players to 
drop randomly generated tiles on a 
grid to lead the Minis to the goal in a 
similar fashion to another PC classic, 
Pipe Mania. But despite these new 
threads, Minis on the Move retains and 
even improves upon the simple acces- 
sibility of its forebears. 


THE COUNTRY LINEAGE 


While Mario was able to transition 
from supporting actor to headliner in 
a handful of years, Donkey Kong once 
seemed condemned to sit on the side- 
lines. Thankfully, fate had other plans 
for the grumpy gorilla. 

During the early '90s, the Super 
Nintendo and SEGA Genesis fought for 
global market share to a dead heat. 
All that changed after Nintendo pur- 
chased stake in British studio Rare, 
responsible for NES titles like Wizards 
& Warriors and Battletoads. Using 


revolutionary Silicon Graphics technol- 


ogy, Rare developed Donkey Kong 
Country, a Mario-free adventure which 
became the second best-selling SNES 
game and single-handedly helped 
Nintendo gain the lead in the 16-bit 
console war. 

With its pre-rendered 3D images, 
Donkey Kong Country looked like a 
next-generation title at a time when 
other companies were struggling with 
new hardware. But more important 
than its glossy sheen was the drasti- 
cally re-imagined setting – DK trekked 
through lush jungles, dimly lit mines, 
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snow-blanketed peaks and ancient 
ruins to retrieve his banana horde 
from King K. Rool and his army of rep- 
tilian Kremlings. 

DK would not be alone in his ordeal 
- he was supported by new characters 
such as the hip Funky Kong, the lovely 
Candy Kong and playable sidekick 
Diddy Kong. Then there was DK's can- 
tankerous grandfather Cranky Kong, 
the original Donkey Kong! Cranky 
would dispense advise from his island 
cabin, but it was his fourth-wall- 
breaking rants about the good ol' 
arcade days that endeared him to 
players. 

unlike the stop-and-hop rhythm of 
the Super Mario series, Country was 
built for speed and finesse. DK was a 
tank who could roll his way through 
most opponents, and assorted level 
gimmicks like vine swings and barrel 
cannons ensured that he remained in 
constant motion. And for those 
players who deemed DK's playstyle 
too weighty, they could swap him on 


the fly for the more agile Diddy. 

On the surface, DKC offered simple 
yet straightforward action, but there 
was a secondary goal for players who 
had a keen eye for the out-of-place. 
Hidden in each stage were a number 
of bonus rooms, and discovering them 
would add to your completion rate. 
But only the most thorough adventur- 
ers would find the bonus within a 
bonus to score an enviable 10196! 

Two SNES sequels naturally 
followed, though Rare would challenge 
our expectations by rotating the 
playable cast. In Donkey Kong Country 
2: Diddy's Kong Quest, Diddy hooked 
up with his girlfriend Dixie Kong, then 
in Donkey Kong Country 3: Dixie 
Kong's Double Trouble!, Dixie joined 
forces with her toddler cousin Kiddy. 
These new characters introduced an 
improved partner dynamic compared 
to the original DK-Diddy combo - Dixie 
could glide across the sky by spinning 
her ponytail like a propeller, while 
Kiddy could smash through surfaces 
that Dixie was unable to. 

Meanwhile, Game Boy owners were 
getting the Donkey Kong Land trilogy, 
scaled-down re-imaginings that 
featured many familiar environments 
and characters while sporting com- 
pletely original levels and other sur- 
prises. The gameplay and pre- 
rendered graphics were translated 
adequately for the most part, 
although excessive background detail 
often made it tough to distinguish 
foreground elements - an issue miti- 
gated somewhat in the second and 
third installments. 

The Kong Klan expanded even more 
on the Nintendo 64. Eschewing its 
side-scrolling roots, Donkey Kong 64 
following in the 3D platforming foot- 
steps of Super Mario 64 and Rare's 
own Banjo-Kazooie. DK and Diddy 
welcomed the diminutive Tiny Kong, 
the gangly Lanky Kong and the 
indomitable Chunky Kong into the 
fold, all who were playable and tasked 
with thwarting King K. Rool's latest 
nefarious scheme. 

However, the most distinguishing 


feature of the game was its daunting 
number of collectibles. When Super 
Mario 64 revolutionized platforming 
for the polygon age, it did so by 
replacing traditional goal markers 
with stars and keys that must be col- 
lected to unlock new worlds. Donkey 
Kong 64 took this collection system to 
its extreme - оп top of general items, 
each Kong had an exclusive set of 
regular bananas, golden bananas, 
coins, ammunition, blueprints and so 
on. Today, Donkey Kong 64 appears in 
the Guinness World Records Gamer's 
Edition as having the "most collectible 
items in any platform game"! 

No one knew what would become 
of the Country series following 
Microsoft's acquisition of Rare in 
2002. It would be years before 
Metroid Prime developer Retro 
Studios answered the call with Donkey 
Kong Country Returns for the Wii. 

DK and Diddy were back in charge, 
but instead of a operating as a tag 
team, the spunky sidekick would hitch 
a ride on the great аре” back, 
granting a limited jet pack hovering 
ability. The tumbling, jumping and 
barrel launching were reminiscent of 
the SNES originals, but levels were 
more dynamic, with event triggers 
that reshaped the terrain. 

New to the series was a true co- 
operative mode. On the SNES, two 
players could command a Kong each, 


but only one would be active at a time. 


In Returns, both operated simultane- 
ously; this ironically made the game 
more challenging, as not only were 
players forced to stick close to their 
partners lest one fell off-screen and 
die, they also shared a single pool of 
lives. Returns has now been ported to 
the 3DS, and you can read our 
thoughts on it by flipping just a few 
more pages. 

Rival to Mario, champion of DK 
Island – Donkey Kong has played both 
sides of the coin and captured the 
world's attention for over 30 years. He 
may not be Nintendo's golden boy, but 
he'll always be there to pick up the 
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THANK YOU MARIO? 


BUT OUR PRINCESS ІЗ ІМ 


ANOTHER CASTLE? 


The loyal Mushroom Retainer has made a career of 
helping the Mario Bros. save the day - and he’s had a 
few turns in the spotlight himself along the way. 


SUPER MARIO BROS., NES, 1985 


or 


Regains his | 
playable status, Hosts a 

defeats Wario, party 
saves the Woods 


Gets a girlfriend! 


A playable hero 
for the first time 


) 


Is entirely absent 
from the next game, 
Super Mario World 
Loses playable status ә Loses his 
in Super Mario Bros. 3, is $9 7" hosting job 
forced to just shuffle cards Gets de-evolved TR оз talking die Shigeru Miyamoto 
and hand out items into a Goomba by 4 names Toad as his least 


Dennis Hopper favorite character in the Mario series 
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NES, 1988 NES & SNES, 1994 GameCube, 2001 Wii, 2011 
Only a few years after his debut in the Despite Wario being the one with his name Toad has never been called up to become а  Toad's continued his long-running role as a 
series, Toad was elevated to playable in the title, the hero of this quirky puzzler fully playable fighter in the Smash Bros. loyal helper for Mario and Luigi for over 25 
status right alongside Mario, Luigi and the was none other than Toad. You controlled series, but he has made appearances — аѕ years now. Most recently, he blasted off 
Princess in the sequel to Super Mario Bros. him as he moved around a playingfield а move. Players who choose Princess into outer space to lead the Toad Brigade, 


Though small in stature, he was both the — filled with monsters and falling bombs, Peach as their combatant can pluck Toad a team of intrepid explorers who assisted 
fastest and strongest character among the lifting stacks of creatures (again, with his out of thin air at any time, usinghim asa the Bros. in tracking down Stars in both of 
four (only his short jumps held him back). massive strength) before blowing them up. shield to protect against incoming attacks. the Super Mario Galaxy games. 


Is it his head? Is it a hat? 


The games have never 

touched on it, but the 

Mario cartoons gave us 
Like Yoshi, "Toad" is both a singular the answer: hat. (He's 
character and the name of an also mostly bald under 
entire species in the Mario there.) 


universe. This often leads to 
confusion, as it's hard to tell 
when a game is featuring 
Toads and when it's 
featuring "the" Toad. 
Adding to the perplexity 

is the fact that some of | 
the most recent games, 

like New Super Mario | 
Bros. Wii and New Super 

Mario Bros. U, have made 

Toad playable again — 

except not "the" Toad. The 

Blue Toad and Yellow Toad 

in those games are different 
characters, neither of whom 

have been given "real" names. 

(In development they were called 
"Вискеп-Веггу," and "Ala-Gold," 
while IGN readers christened them 
as "Yvan" and "Wolley.") 


Toad's vest is normally depicted as blue, 
but occasionally appears as red. 
A (Leading to further confusion with his kin.) 


“Pm the best!” 


N64, 1997 


These arms look a little shrimpy, 
but they pack more power than 
you'd think. Toad's the certified 

fastest veggie-plucker in all of 
Subcon, and he can lift whole 
columns of monsters 

up above his head. 


Toad may seem like an odd choice 
of character to profile in an issue 
with a movie theme, but covering 
his career now allows us to point 
out one of his oddest depictions in 
a timely manner – his appearance 

as a street musician/conspiracy 
theorist in the Super Mario Bros. 
movie. Toad, as played by actor 

Mojo Nixon, is arrested for singing 

anti-King Koopa songs, then is 
transformed into a small-brained 

Goomba as further punishment. 

That doesn’t stop him from 

continuing to help Mario 
and Luigi all the way 
through the film’s final 
sequence, though, which 
proves his persistence 

no matter the circumstance. 


There's something squishy 
in these shoes, as they make 
funny noises when Toad walks. 
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JAKE KAUFMAN 


50 ISSUE #3: NINTENDO AT THE MOVIES 


NF: Growing up, did you you see 
composing music for video games as 
a viable adult future? 

My most exciting 
memories are of the times | got to 
hear some new gee-whiz-awesome 
game audio: TMNT 1 (dat title screen), 
Keith Courage (hearing the TG16’s 
sound chip for the first time), ToeJam 
and Earl (my friend called me, 
panicked, "Dude you HAVE to come 
listen to this game!"). | did the same 
thing with movies and was obsessed 
with film composers the way some 
kids can name all the U.S. presidents. 
By around 10 | was pretty sure | was 
going to do something with music, and 
by 15 or so | was set on scoring games 
or films. My parents were like "Mazel 
tov! You have your computer and a 
music keyboard. Use them! You're not 
getting out of your math homework." 


How did you start in the industry? 
Back in YE DAYS OF YORE it was 
common for audio contractors to sell 
their own proprietary music and 
sound engine as a package deal with 
their composing services, and such 
was the case for one studio called 
Paragon 5. Through a friend of a 
friend in the magical PC demo scene, I 
was introduced to P5's chief, Paul 
Bragiel, and | bid with them on a few 
projects before finally landing a gig, 
and then another, and then a dozen 
more. A few years later, Paul moved 
on to other entrepreneurial pursuits, 
but our old clients (like, say, 
WayForward) still needed music and 
sounds for their new games. And I 
made more friends, expanded my 
network, studied and practiced like 
hell, and wrote Hail Mary emails that 
sometimes reached the right people! 


What's it been like to work for 
WayForward for the last 13 years? 

| feel like they "get" me and my 
creative style (and work ethic) more 
than anyone else possibly could. It's 
like a West Coast chapter of my group 
of school friends who had Nintendo/ 
Genesis fistfights in the playground, 
and crowded around when the rich kid 
brought in his TurboXpress. They're 
just such down-to-earth, cool people 
to hang out with. 

My love for (creative director/ 
Shantae's Dad) Matt Bozon is what 
brought me out here to work with 
them onsite, but I’ve also come to love 
all the directors there, including 
Austin Ivansmith (DuckTales), James 
Montagna (Adventure Time), Adam 
Tierney (Batman: The Brave and the 
Bold), and the newly indie Sean 
Velasco (Double Dragon Neon). 
Everyone new and old at WF has been 
amazing in their own very different 
way, and the sheer variety of projects I 
get to work on keeps things interest- 
ing enough that I'd never want to go 
anywhere else. 


You've also been on the Shantae 
series since Day 1. How has it been to 
be with that series through the highs 
and lows it's seen since the first 
game was released? 

I’ve learned how to tell when a "new 
Shantae game in the works internally" 
is an actual product that will ship, and 
when it's just a tech demo for new 
hardware - as (WayForward tyrannical 
overlord) Voldi Way has said before, 
it's basically how we test out our 
engines on new consoles, and doesn't 
always turn into a full production. It 
sure has this time, though, yay! But 
more than any other series, I feel like 
Shantae games are a snapshot of my 
progress in terms of skill and experi- 
ence, and that's usually when | am 
most likely to invest in updated gear 
and really step up my game, and 
promote it as if it's my own baby. I 
love everything about Shantae games; 
the settings, the wit, the strong female 
leads, the giant snarky octopus guys. 
Seeing one for the first time gives me 
the same feeling as a trip to 
Disneyland. 


GREATEST HITS 


What's it like to be working on so 
many different big-ticket games at 
the same time? How do you keep 
your mind segmented between 
multiple projects? 

Switching gears multiple times per 
day is great! If I feel frustrated with an 
NES chiptune track, | can open up my 
huge orchestral template and work on 
something else. But there's crossover 
in terms of energy; when I'm extra 
passionate about something, it makes 
me work harder on everything else. 
This is one of the reasons I freelance 
in addition to working on in-house 
titles; a lot of the indie games I work 
on are super small in scope, free of 
(some of) the pressure of a large 
studio production, (more) free to run 
on (mostly) pure hopes and dreams 
and unicorns and (at least single) 
rainbows, and it gets me insanely 
hyped, even if they're not as presti- 
gious. I drive home thinking "Holy 
what, I'm working on DuckTales, 
hnnngghhhh" and then sit down and 
work on Boot Hill Heroes (a 
Spaghetti-Western SNES-style RPG) 
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and the energy carries over both 
ways. Basically, | steep myself in 
constant enthusiasm and everyone 
wins (especially my doctors). 


What emotions did you go through 
when you heard about the DuckTales 
opportunity? Were you intimidated 
by the prospect of working with such 
a beloved, high-profile franchise? 
The soundtrack for the NES original 
(particularly the "Moon" track) has 
tons of diehard fans. Combine them 
with the expected hordes of Disney 
fans and you have a lot to live up to. 
Yeah, tell me about it. | actually feel 
more nervous about this than | did 
about other huge childhood-wish- 
fulfillment projects like Contra 4 or 
Double Dragon Neon. I'm confident 
that my fellow fanboys and fangirls 
will adore the game itself, because the 
team is doing an exquisite job with the 
art and gameplay. It’s truly gorgeous. 
But as with all projects, | know that no 
matter how lovingly and respectfully | 
treat stuff, there will be that one guy 
out there who thinks | ruined it, 
because of reasons. My promise to all 
the fans is that I'm fully attempting to 
make you weep with joy. I’m losing 
sleep over it. | might fall short, but 
definitely not for lack of trying. 


There wasn’t much of a "game music 
scene" 25 years ago. Most game com- 
posers were relatively anonymous. 
Some even went by assumed names. 
Now artists like you, Anamanaguchi, 
Souleye and many others have the 
opportunity to sell out live venues as 
well as work behind the scenes on 
games. What are the pros and cons 
of having some celebrity come along 
with your work as a composer? 


I still feel like a toolbag when people 
come up randomly (at cons, etc) and 
tell me they’ve been following my 
career and I’m like "heh oh, uh thanks, 
nice to meet you too!" On the one 
hand, І want to hug them forever; it 
makes my day! But I think it's normal 
to prefer having friends to fans, 
because reciprocating admiration 
feels better than just receiving it. 
Getting too much email to handle is 
upsetting, because I don't want 
anyone to think I’m some bigshot 
blowing them off. | didn’t participate 
in the community because I thought it 
would give me cred, it was because I 
freaking love game music. So, 
although this sounds hilarious as part 
of an interview, I don't always want to 
be the center of attention; more often 
than not I want to stand in the crowd 
and be an anonymous fan. I'm still 
thrilled that by having some public 
exposure, | can share my happiness 
with other people and help out my 
friends, so yay. 


Have you suffered any beefs with 
other game composers? If so, how 
did you settle those beefs? 


LONGSWORDS AND SWITCH AXES. 
Wait. No! In my early 20s | was quite 
the Internet tough guy. But since then, 
the Internet Hate Machine has 
reached terrifying efficiency, far sur- 
passing any flame wars | ever had 
over orchestra samples or which Final 
Fantasy soundtrack is best (VI, you 
jerks). So I've adopted more of the "I 
mean you no harm, | am made entirely 
of marshmallows, let's go drink!" sort 
of stance. I feel weird even thinking 
about networking and business 
schmoozing; | just want to be actual 
friends with everyone in the scene. 

| suppose for most people, beefs 
(beeves?) come down to envy and 
insecurity. When my peers get some 
opportunity | would have liked (or 
even had actually competed for) | 
cheer them on and feel pride in my 
fellow musicians. There's plenty of 
room for everyone to do well. (Dude, I 
think І may actually be a socialist?) 


Do you have any dream projects 
you'd like to tackle in the future? 
Some day | want to do a proper 
Castlevania, and maybe a complete 2D 
fighting game soundtrack. 


TE n B 


But more urgently, | REALLY want 
to work with a live orchestra. On 
anything, really. It's expensive and 
challenging, but І have a feeling it 
won't be too long now. I'm in LA, I 
have friends with shady underworld 
ensemble connections, | just need the 
budget to be there. Come onnnnnnn! 


What advice would you give to a 
young aspiring composer who'd like 
to get to where you are in the 
industry today? 

Before writing a lick of music on Red 
Faction Guerrilla, Volition had hired 
me as a sound effects designer. So, in 
some cases, know that you can 
uncover opportunities by broadening 
your skillset instead of competing 
head-on with established pros. | rec- 
ommend a Dark Souls approach: 
accept that there will be countless 
defeats and that you will spend a lot 
of time as an undead wanderer, don't 
be afraid to ask high-level people to 
help you out of tough spots, and most 
importantly, ALWAYS be circle-strafing 
and waiting patiently for your chance 
to strike. Praise the sun! 
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NINTENDO DOESN'T DO this. The 
company publishes incredible, original 
game designs for its consoles or its 
handhelds - but never both. Тһе same 
games never see release on more than 
one format, unless it's years later 
through a full remake or the Virtual 
Console. This is a rarity. Nintendo 
doesn't do this. 

And I'm very happy they did. No 
game has ever been better suited to 
break the long-running one-format- 
only tradition than 2010's Donkey 
Kong Country Returns for Wii, a title 
that, in hindsight, seems like it was 
meant to run on a 3D-capable system 
from the start. Donkey and Diddy 
leapt back and forth between parallel 
platforming planes with regularity in 
that adventure, and even when they 
kept themselves rooted in the fore- 
ground, something interesting was 
always going on back in the distance. 
Every one of those 3D moments is 
enhanced now, as Donkey Kong 
Country Returns 3D leverages the 3DS' 
signature stereoscopic effect in beau- 
tiful fashion. It's quite a sight to see on 
the smaller screen. 

Well, except that everything is 
smaller. It's a bit of a trade-off, as the 
boost in depth is countered somewhat 
by a new degree of eyestrain, espe- 
cially in moments when the Kong duo 
jump deep into the distance - they 
end up only a few pixels tall. Accuracy 
in movement gets more challenging 
when your heroes are so shrimpy. 
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The Return of 


urns 


The framerate has taken a hit here 
too, as generating that 3D effect takes 
a toll on the visuals’ old smoothness. 

But beyond those few issues with 
the graphics, the game itself is a joy. 
DKCR was already an incredible plat- 
former on Wii, one of the finest entries 
into the genre, well, ever – it was 
characterized by brilliant level design 
and steep challenge. (The rewarding 
kind, not the kind to make you snap 
your Wii Remote in half.) 

What few faults it did have are 
addressed in this revisit, too – like the 
waggling control. All of DK's moves are 
mapped to simple button presses now, 
So no more having to gyrate your arms 
to get him to slap the ground. The 
challenge factor has been mitigated, 
too, by the addition of "New Mode." It 
gives you extra hearts (so the Kongs 
can take more hits) and introduces 
new items into Cranky Kong's 
shop, like Green Balloons that save 
you from falls and the Crash Guard, 
which toughens up your mine carts 
and rocket barrels to make those 
levels easier to clear, too. 

Topping it all off is an all-new World 
9 full of never-before-seen levels. 

All of these additions are enticing, 
and would seem to make up for any 
hiccups picked up in the transition to 
the portable – though there are two 
more of those to address. Multiplayer 
now requires two copies of the game, 
making it more difficult to play along 
with a friend. The game's digital file 
size is also prohibitively enormous - 
which isn't a knock against the game 


itself and won't be a problem for those 
choosing the cartridge version. But if 
you were hoping to download DKCR3D 
from the eShop, you'll have to have a 
larger SD card than the one provided 
in 3DS system boxes by default (the 
game's over 2GB), and you'll also have 
to wait for an hour or more for the 
download to finish (even on a fast con- 
nection). Again, that doesn't have any 
real bearing on the game once you've 
got it and are playing it, but as we 
continue into the era of Nintendo titles 
being made available both at retail 
and in the eShop, it's important to 
address any discrepancies that may 
influence your choice of format. 


NINTENDO 
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When Nintendo Power 
reviewed DKCR back in 2010, 
they awarded it a score of 8.5 – 
which ultimately came in as one of 
the game's lower marks across the 
whole reviewing world. | find myself in 
agreement with that assessment still 
today, however, as the game, while in 
many ways brilliant, was also flawed 
in areas like control. DKCR3D 
addresses many of those old criticisms 
here, but new issues have risen to 
replace the old ones. In the end, both 
versions are great, but neither is 
definitive. I hope, though, that this re- 
release succeeds - because I'd love to 
see Nintendo offer more of their 
titles on both handhelds 
and consoles. They 
never do this — 
but now that 
they have, they 
should again. 
- LUCAS 
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On June 9th, 2013, 
became the mayor 


of Sunville. 
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| got a sea slug! 


What, it thought it could outrun me? 
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Talk to the Animals 


WITH THE RELEASE of Animal Crossing: New 
Leaf finally upon us, we've had a good look at 
the game and are very excited to share our 
experiences with you. Your adventures begin as 
they have in the past, when you meet with 
Rover on your way to settle into a brand new 
town. The curious cat will ask you a couple of 
questions about your personality and will give 
you a map of your brand new town. In any 
other Animal Crossing game, you would’ve 
taken what you got and been forced to go on 
your merry little way — but in New Leaf, you're 
given the option to tell Rover he's got the 
wrong map - as many times as you like — which 
functionally lets you choose the town you want 
to move in to. That moment, in the game's first 
minute, immediately shows the clear changes 
made for this 3DS sequel, as the theme of this 
Animal Crossing is "choice." 

After selecting a town layout that suits you, 
arriving in the village and then looking around 
your brand new living space, you then get 
introduced as the new mayor of the town. It's 
at that point when you meet Isabelle, a kindly 
dog who will act as your secretary and helping 
hand for building up the town of your dreams. 
When the introduction bits are concluded, you 
plant a special tree in the ground to celebrate 
your arrival and the start of a new era. 

Now the real tasks of the game begin – and, 
at the start, you're quite limited. You have to 
raise money to get yourself a house, for which 
a payment of 20,000 bells is required up front. 
You'll also have to win the trust of your animal 
citizens and help them with some simple tasks. 
You can choose to ignore your townspeople if 
you like, but you won't be able to move forward 
much without embracing the role of a true civil 
servant — because without the approval of the 
people, you won't be allowed to build things or 
shape the town in your own vision. This might 
annoy a few players, considering it will take a 
couple of days to get everything going. 

The cast of well-written characters makes 
everything worthwhile, however, and I’ve per- 
sonally made some lovely digital friends along 
the way. My favorite is Sterling, an eagle with 
interesting knight-like attire. His house is filled 
with a good amount of classic furniture — 
though he now owns an electric guitar, which I 
gave him through a letter. 


NINTENDO 


NINTENDO | М 


ЕУЕКҮОМЕ 


PROGRESS 


The experiences with these characters is what 
makes Animal Crossing so special, and New 
Leaf is special indeed. Seeing these animals 
comment on their daily lives - about you being 
the mayor or just about the world in general – 
is surprisingly involving and a lot of fun! 

Once | was allowed to go nuts on the town, | 
quickly decided to undertake a huge project. 
What the town needed was faster travel 
between its points of interest, so | decided that 
a bridge was to be built! After discussing your 
idea with Isabelle, it's then your task to place 
your project in the spot of your choice and 
start the funding process. Some animals will 
chip in small amounts to keep these public 
work projects alive, but it's mostly you driving 
the core of the experience. (Considering | had 
to pay 121,000 bells to fund my bridge, there 
was a lot of work to be done.) 

Fundraising will mostly involve you fishing in 
the various waters or taking daily walks with 
your nets to gather precious flora and fauna. 
Next to this, the daily hunts for fossils or 
special deals at the Re-Tail shop might help a 
lot. (At Re-Tail, it's possible to net extra money 
for random items on a daily basis — it's smart 
to be on the lookout for deals.) 

You can also invest your cash in overall 
"behavior modifications" for your town, like 
making it "wealthy" (easier to earn more 
money) or "beautiful" (fewer weeds appear). 

And that's just scratching the surface! There 
is so much more to do as a new New Leaf 
mayor that I'm just getting started! - DAAN 


To Be Continued... 


Since Animal Crossing games are experiences 


intended to last for weeks, months or even 


years at a time, we're going to wait to assign a 
final review score to New Leaf until next time. 
In the meanwhile, you can stay up to speed on 
the further adventures 


of Daan the Mayor by 
following @NintenDaan 

on Twitter. There, Mr. 
Koopman will keep you 
updated on all of the 
current events in his village 
full of animal neighbors. 
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The Final Word on the Ultimate Hunt 


MONSTER HUNTER 3 ULTIMATE 


WHILE SO MANY systems and strategies brew beneath the surface of Monster 
Hunter 3 Ultimate, the pure essence is fight or flight. Every move, whether attack- 
ing or defending, carries weight and purpose, making this Capcom title stand out 
in the early days of Wii U. 

Let’s review the flaws first. Monster Hunter 3 Ultimate offers an obtuse and 
long tutorial in the initial hours, most likely weeding out a fair amount of new- 
comers. The underlying mechanics, like farming, for example, receive such brief 
overviews that | still wasn’t entirely sure of my agricultural strategy until around 
20 hours of play. Visually, the game looks mundane, since it’s a resolution- 
enhanced version of a 3DS game - think muddy and flat textures. And jumping 
online, arguably the main appeal of the title, throws up way too many menus and 
text prompts before you finally connect with fellow hunters. 

But these collective faults pale in comparison to the sense of accomplishment 
achieved by tackling one of the creatively inspired and well-animated creatures 
inhabiting the game world of Monster Hunter 3 Ultimate. The single-player quest 
gives but a small taste of the adventure that awaits online, but this tutorial-like 
portion gives back in meaningful ways. Learning the intricacies of the various 
monsters is easier solo than when paired with powerful allies, who may tame the 
beast before you even know what's happened. In addition, trudging through the 
systems of the game - whether it's the armor sets, weapons, resources or combi- 
nation possibilities – works better alone in Moga Village than between multiplayer 
missions. However, finding a friend to act as guide is recommended. 

Online allows for up to four players to join forces, creating a hunting team for 
missions and exploits. The solid networking also provides chatting abilities, which 
worked well in countless hours of play-testing (with friends, random players and 
NF readers!). Customization options offer flexibility in making rooms, including 
password entry to keep out the riffraff. All together, online matchmaking feels 
workmanlike, but what the game breeds is remarkable - true cooperation. 

The community features a kind and open nature, and even when playing with 
total strangers, the amount of goodwill and acceptance was eye-opening. Monster 
Hunter 3 Ultimate focuses solely on cooperative missions, with the only threads of 
competition possibly stemming from poor performances in higher-level play or 
armor-set jealousy. For the most part, though, the structure of this title makes for 
quite a joyful time online — which is atypical for most games. 

And no hunt is the same. Each fight against a Rathian or Gobul or Uragaan 
produces a unique tale - rveryone comes away with a story from playing Monster 
Hunter 3 Ultimate, and that's truly awesome. 

Certain games stick with us – invading our minds throughout the 
day, even away from the TV. This is one of those. Yes, the wall is tall, 
but what lies on the other side 3 PUBLISHER: CAPCOM 


is worth the climb. - EVAN ШЕ DEVELOPER: CAPCOM 
ESRB: TEEN 
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DESPITE ITS SMALLER platform, the 3DS version of Monster Hunter 3 Ultimate 
shares many of the same strengths and weaknesses as its Wii U counterpart, fea- 
turing the same number of quests to undertake and armaments to forge. But how 
does it differ from its high-def sibling? For one thing, it runs at a higher frame- 
rate, making the gameplay a little smoother than the Wii U version. Underwater 
hunts are still a bit cumbersome thanks to the lack of a second analog stick, but 
the customizable panels, which players can arrange on the touchscreen to their 
liking, help remedy this. It’s not a perfect solution, but it’s definitely serviceable. 
The biggest issue with the game, though, and no doubt the deal breaker for 
many fans, is the lack of online play. Much of the appeal of Monster Hunter stems 
from being able to team up with other hunters - be they close friends or complete 
strangers - to take down its lumbering beasts, and the lack of Wi-Fi support really 
hurts the game's longevity. To its credit, the 3DS version does support up to four 
players locally, so handheld gamers can still set up their own hunting groups – 
provided you have three friends who also own a 3DS. But that can hardly compare 
to the ease of jumping online and forming a party with other eager hunters, who 
hang around Port Tanzia's tavern 24 hours of the day looking for their next quest. 
Likewise, the lack of Miiverse support, while not a huge detriment, is certainly 
noticeable. Not being able to chronicle your thoughts or brag about your hunts 
makes the 3DS version a much more solitary experience, missing the sense of 
community that's woven into the fabric of the series. It's not a major facet of the 
game, but it is an added perk that Wii U players can enjoy over their 3DS cohorts. 
Ultimately then, which version of Monster Hunter 3 Ultimate is right for you 
depends on your gaming preferences. If you own a Wii U and are excited by the 
prospect of hunting with other players any time you'd like, then the Wii U version 
is the way to go. If you don't particularly care for hunting online, however, or if 
you know a couple of friends who also plan on picking up the 3DS edition, then 
the handheld version is more than a worthy alternative. Regardless of which you 
choose, you're in for a lengthy, challenging and rewarding 
capcom journey, one that all Nintendo 


CAPCOM fans should embark on. - KEVIN К. 
TEEN 
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LEGO CITY UNDERCOVER: The 
Chase Begins on the 3DS picks up the 
the story of Chase McCain two years 
before the events of the recent LEGO 
City adventure on Wii U. In this new 
portable adventure, he’s just taking 
his first steps into his law enforcement 
career. The fact that Chase has yet to 
prove himself on the streets becomes 
apparent early on, as you're treated 
like a rookie from the start — your first 
boring tasks include getting donuts for 
the other members of the police 
squad and saving unlucky animals. 
Once you've worked your way through 
these chores, though, the game gets 
more interesting. 

At the start of every chapter, you're 
rewarded with a new outfit for Chase 
to wear. These outfits are pretty much 
the same as the Wii U game's assorted 
disguises, though the special ability 
that comes with each of them is differ- 
ent than before. You can actually fly 
with the astronaut suit here, while 
before it was limited to gliding hori- 
zontally. Some suits' controls even 
move beyond button presses, like the 
robber outfit employing the touch- 
screen to open safes. 

Each new outfit defines each new 
chapter, and you explore the things 
that can be done with each suit pretty 
quickly. The problem here is that some 
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missions just turn into fetch quests, 
where simply going to a certain spot 
and doing a single thing is enough to 
register success. That quickened pace 
makes the missions more handheld- 
friendly, but playing more portably 
comes at a price - it's just less satisfy- 
ing to complete these tasks than it was 
when you finished a challenge in the 
Wii U game. 

What gives The Chase Begins even 
less of an impact is its huge focus on 
duking it out against foes. These big 
beat-'em-up battles show up in many 
of the later missions, and it takes 
more effort to take the baddies down 
here than it did on the home console. 
These fights really start to physically 
burn after a while, as the movements 
are simple and become repetitive way 
too quickly. 

Like every LEGO game, a big focus 
on collectibles marks The Chase 
Begins. The game offers the same 
open world experience as on Wii U and 
the environments are filled with studs, 
special bricks, new vehicles and much, 
much more. There are even the same 
special points in the adventure, which 
will allow you to create new landmarks 
and gives LEGO City more life. At some 
points in the game, | found myself 
enjoying the side quest stuff far more 
– and that can't really be what the 
designers intended. 

That doesn't mean that the side 
quests are free of their own issues, as 


it's when you're wandering around the 
city seeking those thousands of little 
collectibles that the technical flaws of 
the title appear. If you thought that 
the loading times in the Wii U experi- 
ence were terrible, they're often even 
worse here. It takes a good chunk of 
time to even boot up the game, let 
alone travel around in the various 
areas. 

And that's not where the problems 
end, as The Chase Begins suffers from 
poor draw distance - though that's a 
problem that at least creates some 
funny moments along the way. 
Buildings will pretty much pop up 
right before your eyes and car crashes 
could happen at the unfriendliest of 
places. 

The framerate isn't too hot either, 
especially when a lot of things are 


going on during the bigger missions. 
Some of the blame can be leveled at 
the limitations of the 3DS itself, but 
Traveller's Tales could have handled 
things better. When you're standing 
still, at least, the game looks good. 

Despite everything, | can't deny 
that | had some fun while playing The 
Chase Begins. This is just one of those 
games that you'll have to forgive for a 
lot of mistakes to be able to enjoy it — 
and while that won't be easy for 
everyone to do, it'll be worth it for the 
most diehard LEGO game fans out 
there. - DAAN 
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Mother and 

Mother 3! Now 

that we're going 

to get one piece 

of the series, they might as 
well go the whole nine yards. 


MATTHEWTARANTO 


I'll certainly 

echo that desire 

for Mother and 

j Mother 3. Those 
aside, though, I'd love to see 
Lufia 2 finally get the VC 
release it deserves. The 
suspend state feature would 
work nicely for its 99-floor 
sidequest, the Ancient Cave. 


How about 

Banjo-Kazooie? 

| know the 

chances of that are 

next to zero since Microsoft 
owns the IP now, but it would 
be wonderful to play it on a 
Nintendo console again, 
where it truly belongs. 


TONY PONCE 


The Battletoads 

series is likely in 

the same boat as 
Banjo-Kazooie, 

locked away in the deepest 
recesses of Microsoft's vault. 
But come on! Nothing is 
being done with the 
property! Have a heart, guys! 


DAVID OXFORD 


I'd love to see 
the Broadcast 


Satellite Zelda, 
Excitebike and 

Mario games released in 
some form or fashion. 
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A Vacation in Fairhaven 


NEED FOR SPEED: MOST WANTED U 


JUMPING BEHIND THE wheel in 
Need for Speed: Most Wanted U is 
loud, flashy and, most importantly, 
fun. Developer Criterion brings its 
open-world racing sensibilities to a 
Nintendo console for the first time in 
years and doesn't skimp on features. 
This enhanced version of the title 
makes prudent use of the GamePad - 
including Off-TV Play – as well as 
boasts a small visual boost. 

The city of Fairhaven serves as an 
obstacle-filled sandbox for players, 


providing oodles of secrets and races. 


The delightful open world pulls you in 
and doesn't give up its hold, urging 
you to try one more competition, find 
one more security gate or rocket 
through one more billboard. 
Complementing each discovery is 
Autolog, which is Most Wanted U's 
online social hook that displays every 


one of your friend's accomplishments. 


After achieving incredible air after 
that last jump, the game cleverly 
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throws up your pal's score, tempting 
you for another go-around. To 
compete against other drivers, the 
game offers arcade-like controls that 
focus on long drifts, hairpin turns and 
high-velocity boosting. Criterion 
deserves credit for making this racer 
simple to handle, with only a few 
buttons - mainly accelerate, brake 
and boost - needed to navigate 
Fairhaven. The GamePad provides six 
large touch icons (when not in Off-TV 
Play mode) that allow for turning on 
or off traffic and showcasing an 
expanded mini-map (which is perfect 
for finding breakable billboards), 
among other abilities. This added 
functionality and customization is 
welcome. 

Less appreciated are the cops who 
patrol the streets of the city. Criterion 
delivers a pleasurable playground in 
Fairhaven, but cramps players' style 
with law enforcement babysitters. 
Patrol cars intervene at the smallest 
infraction, and chases too easily 
morph into lengthy showdowns that 


are neither enjoyable nor exciting. 
Sometimes you just want to spin 
doughnuts or wreck into automobiles 
without bother – but then the police 
show up, spoiling your fun. Honestly, 
the easiest way to shoo away the cops 
is allowing yourself to get arrested. 
There's no game penalty for getting 
caught, and you can then return to 
your regular-scheduled driving antics 
immediately. 

Yes, the cops up the ante in many 
races and they may be integral to the 
game's title, but they're nuisances 
more than anything. 

Pesky police are really all that 
holds back Most Wanted U. This title 
nails so many aspects, including a 
stylish presentation and fantastic 
soundtrack. Moreover, online match- 
making coordinates up to six people 
to engage in entertaining challenges, 
like team races and ramping contests. 

Fairhaven awaits: Make sure to 
bring friends for 
Autolog plus 
online and avoid 
the pesky police. 
- EVAN 
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Clash of the Titans 


AS A FAN of DC Comics, Injustice: 
Gods Among Us is like a dream come 
true for me. It’s a fighting game made 
to represent classic heroes and villains 
- ranging from Batman and Superman 
to the Joker and Bane - in their dis- 
tinctive styles. While games like 
Marvel vs. Capcom and Mortal Kombat 
vs. DC Universe have had comic book 
characters playable in fighters before, 
Injustice is the first one to be made 
specifically for these characters. The 
basis is still rooted in familiarity, 
though, as it's developed by 
NetherRealm Studios, the developers 
of the most recent Mortal Kombat. 
Controls are similar to the Kombat 
series, but several changes make this 
a more cinematic experience attuned 


to the DC Universe. For starters, you 
don't fight using traditional rounds; 
instead, each character has two full 
life bars for each battle. The environ- 
ment can also be easily used in 
combat, whether you're smashing 
your opponent into the background or 
grabbing a nearby robot to throw at 
your foe. Each character also has a 
super move that is typically over-the- 
top and awesome. Aquaman summons 
the ocean, stabs his opponent with a 
trident and then feeds them to a 
shark. Batman calls in the Batmobile 
to run over his enemies. Lex Luthor 
brings out a satellite to help him drop 
a veritable Dragon Ball Z spirit bomb – 
it's even cooler than it sounds. 

With a wide variety of characters, 


THE DEAL WITH THE DLC 


While the Wii U version will get downloadable content eventually, it's 
lagging behind the Xbox 360 and PlayStation 3 versions considerably. 
Currently, Warner Bros. is saying that Wii U DLC will be coming this 


summer. As of now, the other versions have numerous downloadable 
alternate costumes and multiple downloadable characters, including 
Lobo and Batgirl. NetherRealm Studios has also talked of a patch to the 
Wii U version that will do things such as add friend matches to the 
online multiplayer. Hopefully we won't have to wait too long! 


part of the joy in Injustice is just 
experimenting and seeing how each 
one plays and controls. You have 
ample opportunity to use them all, 
too, as this package is packed with a 
ton of content and different gameplay 
modes. 

The Story mode features more than 
10 chapters of comic book insanity 
that kicks off with an alternate reality 
where Superman has gone crazy and 
killed the Joker. (Righteous revenge 
after the Clown Prince of Crime tricked 
Supes into murdering Lois Lane and 
his unborn child.) The story takes risks 
and is exciting and surprising through- 
out. You bounce between different 
characters in each chapter, with the 
story keeping up a fantastic pace as 
you seamlessly bounce between 
cutscenes and fights. 

If you want a traditional fighting 
game ladder, you can dive into the 
Battles mode, which features 
numerous different ways to play 
through fights that go one after the 
other. S.T.A.R. Labs is a mission-based 
mode where each character has 10 
specific missions with different objec- 
tives and often different gameplay 
mechanics. In one mission, you might 
be regularly fighting a character, and 
in another, you could be controlling 
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Catwoman's pet Isis as the kitty tries 
to sneak by guards. It's that variety 
that makes Injustice more than just a 
fighting game. It's not just endless 
fights, as time after time, some little 
quick-time event or some other style 
of play will emerge and surprise you. 
This is a fighting game for people who 
like and don't like fighting games. 

One of the sore spots of the Wii U 
version, unfortunately, is online play. 
While it certainly handles well, it's 
sorely limited. You can only play in 
random matches, which makes playing 
with friends a chore in randomness. 
The GamePad speakers and micro- 
phone can be used for voice chat, 
which is nice, and additionally, the 
entire game can be played on the 
GamePad as well. Since the DLC is 
delayed on Wii U, the variety of alter- 
nate costumes and a few extra charac- 
ters won't be accessible in this version 
for a while. 

Injustice is a wonderful experience 
with tons of content that is more than 
just dudes fighting other dudes. While 
the online is a bit sub-optimal 
compared to the Xbox 360 and 
PlayStation 3 versions, it's still worth- 
while to play regardless. If you like DC 
Comics and enjoy fighting games, bust 
out your GamePad and watch as the 
Flash dashes around the entire Earth 
to punch Green Lantern in the face. 
It's so worth it. - NEAL 


WARNER BROS. I.E. 
NETHERREALM STUDIOS 
TEEN 
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WHEN GAMES FINALLY make it to a new region 
after being unattainable there for a long time, their 


reputations can reach a kind of lofty mythical status. 


Shin Megami Tensei: Devil Summoner: Soul Hackers, 
which originally came out only in Japan in 1997, 
suffers from that effect to a degree - it just can't be 
expected to live up to the hype that has been built 
up for it over the 15 years fans had to wait for an 
official English release. 

But, fortunately, the foundation here is still 
strong. It's understandably dated, as even in 
enhanced 3DS form its visual and audio roots as a 
Sega Saturn port show through. But it still stands 
respectably next to modern games. 

The setting for Soul Hackers is Amami City, a 
small town transformed into a technological marvel 
in which high-speed Internet connections allow the 
Citizens to connect to the virtual world wide web 
world of Paradigm X. This mid-'90s visualization of 
the Internet is something that seems like it would 
have been hokey in 1997, and it's certainly hokey in 
2013. The writing is great, though, adding enough 
levity to the preposterous scenario to make it all 
work. The story involves a hacker group called The 
Spookies trying to deal with evil software corpora- 
tions and rival demon summoners, a set-up that 
might set you to chuckling at its silliness. And while 
the game plays things straight most of the time, it's 
also self-aware enough to embrace a bit of that 
goofiness too - the first time you see the superhero 
Captain Paradigm serves as proof of that. 

Soul Hackers is primarily a first-person dungeon 
crawler in a futuristic environment. Random battles 
abound, but the chief mechanic centers on demon 
loyalty and relationships. Your main character is a 
demon summoner, and with the exception of a 
demon-possessed female accomplice, your battling 
party consists of demons that you become friends 
with throughout the gameplay. When you do battle 
with a demon, you can fight them or try to talk to 
them and convince them to join you by appealing to 
their tastes by selecting the right dialogue option. 
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These conversation trees are a highlight of the 
game, as the dialogue is humorous and sweet- 
talking demons is super rewarding. It's an old-school 
RPG that successfully makes talking with characters 
more fun than fighting them, which is hard to do. 

Demon fusion is another huge part, especially 
since demons can't level up. They only increase in 
ability through fusing with another demon or by 
becoming better friends with you. So many mechan- 
ics are in play here that it can make your head spin, 
especially once you factor in the interesting 
StreetPass use, the lunar phases, the different forms 
of currency and the fickleness of the demons. The 
3DS version adds a few features to make it easier, 
such as using Play Coins to gain access to more 
powerful demons, but you still need to juggle a lot of 
different things. 

While Soul Hackers is a great game in its own 
right, seeing what other similar games have done to 
update the gameplay style makes this title feel like a 
relic of the past. The experience is fun, but unless 
you're super into the world of niche JRPGs or Shin 
Megami Tensei, then you're better off waiting for 
Shin Megami Tensei IV or checking out Etrian 
Odyssey IV. - NEAL 
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Meet Nemechi 


Soul Hackers' StreetPass mechanic is certainly unique, and even features tweaks from the 
Japanese version to make it more friendly for the North American audience. Using a demon 
named Nemechi, which evolves using StreetPasses or Play Coins, you can gain access to 
powerful and awesome demons earlier than the main story lets you. While you're limited to 
the amount of Play Coins you can use in one day, Nemechi is still fun to play with often. 
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BACK IN ACTION 


“Papercut 2" brings the Mario Bros. back to the silver screen — if only briefly. 


THE DIEHARD FAN support for 1993's live-action Super Mario Bros. movie doesn't end with simply an enduring appreciation for the now 20-year-old original 
film - some of its most fervent aficionados have actively worked to continue its story in new forms. Опе of the newest homages come inside Papercut 2, а 
fan-made film produced over the course of the last two years that's finally wrapped and getting ready for its premiere at the end of this month. The movie isn't 
entirely about the Super Mario Bros. - rather, they feature into just a portion of the larger story, which tells a tale of two young lovers all wrapped up in an ауа- 
lanche of '80s references and video game nods. But even though Mario and Luigi only step into the spotlight briefly, director and lead actor Bryan Sanders – 
who's also a huge fan of the Mario movie, naturally - made sure to depict them in exacting detail. Costumes and props are all accurate to those first seen on the 
silver screen back in 1993, and Bryan was even able to recruit Mojo Nixon to reprise his role as Toad! Here's hoping Papercut 2 is a great success. - LUCAS 


BRYAN SANDERS SARAH PYLES 


THE PREMIERE 


Papercut 2 will debut with showings on May 31 and 
June 1 at the Lincoln County High School auditorium in 
Stanford, Kentucky. If you're anywhere near the area, 


why not come and check out the premiere? (You may 
even get to run into the NF Editor-in-Chief, who would 
probably not charge you too terribly much to auto- 
graph your latest copy of the magazine.) For more 
information, visit http://www.papercut2.com 
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AN OFFICIAL SEQUEL? 


Mario movie fans take matters into their own hands. 


IF YOU HAPPEN to be a fan of 1993’s Super Mario 
Bros. movie (read all about it in our feature starting 
on Page 31), then ... well, let’s face it: You’re in 
something of a minority when it comes to hoping 
for any sort of sequel to happen. However, that 
hasn’t stopped some dedicated fans from embark- 
ing on their own journey to make it happen, and – 
you're never going to believe this – but they've got 
some help. 

Super Mario Bros. The Movie Archive curators 
Steven Applebaum and Ryan Hoss have joined 
forces with none other than original screenwriter 
Parker Bennett to script a comic sequel to the live- 
action adaptation of the iconic video game fran- 
chise created by Lightmotive Pictures two decades 
ago. Continuing right where the cliffhanger ending 
left off, Mario, Luigi, and Princess Daisy return to 
the parallel world where dinosaurs evolved into 
human-like beings. There, they'll be exploring new 


locations and meeting new characters, with 
concepts lifted from the games but given the same 
kind of unique cyberpunk twists and aesthetics 
which made the film so infamous and set it apart 
from anything the Mario world has seen before or 
since. 

You can catch a glimpse of the work-in-progress 
below. Bennett is handling the outline, while Hoss 
and Applebaum write the script and Joshua Ballze 
does the art. We don't know the specifics, but it 
appears that Daisy has gotten back to her archaeo- 
logical roots. While accompanied by a Mushroom 
Retainer, they seem to unearth some sort of crea- 
tures who look like none other than the recently 
deposed dictator himself, Koopa. And a quick count 
reveals there are one, two ... seven of them. 

Who'd believe we'd ever see anything resem- 
bling an official sequel to the movie? "I believe... | 
believe!" - DAVID 


a a 
We need to get back 
L— to the surface. 


TO JURASSIC CON! 


If dinosaur movies are your thing, then you should look into 
checking out Jurassic Con, an LA-based traveling exhibit which 
specializes in dinosaurs, science and movies. Last year's 
featured exhibits from films such as Jurassic Park, King Kong, 
the Midwich Entertainment Dinosaur Series, The Land Before 
Time and, of course, Super Mario Bros.! Some of the pieces on 
display were the different dinosaur heads Koopa de-evolved 
through at the movie's climax. Attendance is free, so keep tabs 
on their website and Facebook page for upcoming showings – 
http://jurassiccon.wix.com/survive & Facebook.com/JurassicCon 
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STREETPASS 


3DS BIRTHDAY Party! 


Orange County fans gather for a massive celebration. 


IF YOU'RE A Nintendo fan living anywhere near Orange County, California, then you owe it to 
yourself to attend an event hosted by StreetPass OC. This huge team of like-minded 3DS and Wii U 
gamers know how to have a good time, as evidenced by these photos of one of their most recent get- 
togethers - when they packed a local GameStop wall-to-wall to celebrate the second anniversary of 
the release of the 3DS in America. (An appropriate milestone to mark, since the arrival of the 3DS 
system marked the birth of StreetPassing too!) StreetPass OC is one of the largest and most active 
StreetPass groups in operation today, and they coordinate events each month. Stop on by! - LUCAS 


NewGames 


For more information on upcoming events, visit 
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COMIC BREAK 


Coming soon to theaters... 
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THIS AINT NO DREAM, 


By MATTHEW TARANTO 
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| still remember where | was sitting. 


Seriously, the exact seat. The angle | had toward the screen. The precise point on the 
planet where | first witnessed Super Mario Bros. 3. 


It was, of course, during a screening of The Wizard. It was December of 1989. | was eight 
years old. And like every other Nintendo-obsessed eight-year-old at the time, I'd begged 
and pleaded with my Mom to let me go see this movie. | knew what awaited me there. | 
knew that the footage of the most hyped, most epic, most enormous Mario adventure 
of all time would be there - a full two months before the game itself would go on sale. 
| just had to go and see it! So with brothers in tow, Mom consented to take me out to Old 
Orchard Cinema. 


The Wizard was wonderful. Not just for the Super Mario Bros. 3 footage - though that 
was certainly the highlight. No, | loved the entire film, start to finish. The whole movie 
was packed with Nintendo games - Ninja Gaiden, Double Dragon. Zelda ІІ and Teenage 
Mutant Ninja Turtles. It seemed like every other scene had another NES game to show 
off – which was, of course, deliberate. The Wizard has been criticized as being just a 
feature-length commercial for Nintendo games, and like the live-action Super Mario 
Bros. film we profiled in such detail earlier in this issue, it's gone down in history as 
negatively received pretty much across the board. 


Well, you're welcome to be negative about it if you like. But I like it. 


Perhaps it's because I was only eight for my first viewing, and there's just an enduring 
reverance for anything | experienced in that most formative part of my childhood. 
Perhaps it's because there's a character named Lucas in the film, and he was portrayed 
as one of the best Nintendo players in the world. Perhaps it's because the film's 
climactic Video Armageddon scenes took place at Universal Studios and featured a 
cameo by King Kong, which is just brilliant to think back on considering that Universal 
and Nintendo had just finished suing each other only a few years before filming began. 


But as I’ve grown older and continued to rewatch it from time to time, I think I’m most 
appreciative of The Wizard's actual storyline - a tale of a broken family. Two brothers 
going on an adventure together. A father's relentless search for his son. When it's 
revealed why this family has become so dysfunctional – because they lost their little girl 
in an accident - I’m not thinking about video games any more. I'm thinking only of my 
own family. How fortunate | am that we've never been touched by such a tragedy. How 
blessed | am to have a wife and son of my own. 


And how blessed | am to have a Mom who didn't М уе 
have to be pleaded with very much to get her to = 
agree to go їо the movies in December of ’89. 4 
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